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You get so much out of it 

into it. 


We could tell you about 
the superb graphics we pot 
into F^con 3.0™ And tte 
incredibly real F-16 feel. 

And the sensational scope 
that delivers everything 
from Instant Action arcade 
excitement to plotting your 
own Red Flag training missions 
to engaging in a different 
campaign every time you play. 
But we couldn’t say it half as 
well as the critics have said 
it. Look at the high marks 
they’ve given Falcon 3 0. 


If you aren't in the armed 
services-and maybe even 
if you are-tbis is as close 
as you can come to flying 
the Falcon*' 

PETER OLAFSON. COMPUTE 


'The graphics are stunning 
the sound is incredible and 
the game play is a rush." 

DAVID ETHEL, VIDEO GAMES & 
COMPUTER ENTERTAINMENT 

'It's not SO much a game 
system as it is a way of life." 

EVAN BROOKS, 

COMPUTER GAMING WORLD 

"Realistic, contoured terrain. 
Your view from the cockpit is 
the best in the flight simulator 
world. And Falcon's user 
interface is slick and easy 

louse." PC GAMES EDITORS 


Available for IBM/compatibles 


"Be excited. Falcon 3-0 
makes other efforts in this 
genre seem like test runs 
for the real thing" 

STRATEGY PLUS EDITORS 


"The most complete and 
accurate jet fighter 
simulation to be found 
this side of a security 
clearance. Period." 

RICHARD SHEFFIELD, 
COMPUTE 


"The most appealing 
aspect is the realism. 
This is as true to life as 
I've seen on a computer." 

COMPUTER GAME 
REVIEW EDITORS 


falSonS) 

C>PERATIC>.N IKiirnNCl/ntlER 


Reader Service No. 6 


"The visuals during flight are 
awesome." jimdouqla8.ace 


For Visa/MasterCard orders call 
24 hours a day, 7 days a week: 
1-800^95-OAME (Orders Only). 

For technical questions and availability call: 

1-510-522-1164 (M-F: 9am-5pm PST) 


Now Falcon 3.0 
takes you places you’ve 
never flown ^fore. 
Operation; Fighting Tiger™ 
takes you on action-packed 
missions in three new Asian 
campaigns. Fly your F-16 to Korea, 
to the Pakistan/India border, 
to Japan and the disputed Kurile 
Islands, where you can also fly the 
- 'advanced FSX, Japan’s newly modified F-16. 
Operation: Fighting Tiger requires Falcon 3 0 


^tectnm HoMyte.^ 

Spectrum HoloByte, Inc. 2490 Mariner Square Loop, Alameda. CA 94501 

FlgWing Tigw tiid Ftlcon ao »• indcmarks and SpKtruni HotoBytt« • rfgiiMfWl trtdtmarkof Spcctnim HoloBylt. Inc 












Windows 


... great entertainment 



Masque" 

BLACKjACK 

Voted One of the Top 100 Windows Products! 

Windows Magazine 

'Simply the heat t€X}l to help €uiyone lecuii the game." 

Casino Player Magazine 
Inciudes four complete strategies, by Julian Braun, encompassing basic and advanced 
play both for single and multiple deck, programmable house rules and game 
parameters, card counting arx) strategy practice driHs, odds calculations, computer 
simulation, strategy error vyrarnings and recordings, statistical evaluation of your play. 





Play for fun or follow the Expert Expert Strategy Tables show which of 

Play Recommendation to improve your current play options yield the 

your skill and winnings. best payoff average. 


MASQUE'^ 


Video Poker 


'TVou; anyone with a personal computer can learn to play video 
poker like the experts!" Card Player Magazine 

Features the expert strategies of Lenny Frome for rtvist readily found, high-return video poker 
games of Las Vegas and Atlantic City. Includes online strategy tables and expert recommendation 
for any hand, programmable game environment, statistical evaluation for your ^ay, warning and 
recording of your strategy errors, tournament mode, strategy practice drills featuring only beginner, 
intermediate or advanced hands, computer simulation and comprehensive manual detailing the games, 
the strategies and the machines you can beat Average payback exceeds 100% on selected 
casino machines when expertly played! 


ChessNef 

Single User or Club Edition 

'This pro^am does excwtly what it says it will, and it does it 
beautifully. ChessNet ver. 2.0 is the standard others will 
attempt to duplicate." Don Collins, USA Today 

Features mufti-level play against the computer or with friends across modems or networks and a 
’Char iTKXle which allows you to send and receive messages while playing via modem or 
network. Save and resume games at any time, replay of moves or games to analyze variations 
with a scrolling move display, count down ck3cks for timed games or timed computer play, 
algebraic or coordinate notation and the 1990 World Chess Championship games which are 
included on disk. Single User or Club Edition. 

CLUB EDITION: allows dubs to play up to eight boards simultaneously using one computer 
on each end and one data (phone) line. Now schools or dubs can challenge dubs across town 
or across the nation! 

(two separately purchased copies are required to play via modem or network) 



Note: All screen displays are from Windows versions at VGA resolution. 


See Your Local 
Dealer or Call 


Masque Blackjack for Windows . $54.95 

Masque Video Poker for Windows . $54.95 

ChessNet Single User for Windows . $34.95 

ChessNet Club Edition for ^^dows .... $129.95 

Masque Blackjack (DOS) . $49.95 

Masque Video Poker (DOS) . $49.95 


MasQ ue Publishing 

PO Box 5223 Englewood CO 80155 

800-765-4223 or 303-290-9853 
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It makes J-8s ciy and 
MiGs fighting mad. 


No jet fighter frustrates 
enemy planes more easily than 
the incredible Harrier Jump Jet. 

That's because the Harrier can 
baffle opponents with sudden 
mid-air stops. It takes off and 
lands vertically. It hovers. It even 
flies in reverse. 

Take full control of the world's 
most unique strike fighter and 
tear through ultra-realistic 
battle theaters in Hong Kong 
or the Falklands. Face ruthless 
opponents along front lines. 
Land in secret hides. Perform 
wild ski jump-assisted take-offs. 
And fly action-packed missions 
with a friend as wingman 
via modem. 

Jump Jet from MicroProse. 
Jump into the cockpit today. 
Your enemies will hate you 
for it. 

To order, visit your favorite 
retailer or call . -SOO-879-PI_A \ 
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To get our free catalog, call 
I-80M79-PLAY Mon- 
Fri.. 8:30 am-5:00 pm EST or 
fill out the coupon and mail 
it to: MicroProse Software. 
Inc. 180 Lakefront Drive ■ 
Dept. DIO • Hunt Valley. 

MD 21030-2245 
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e 1992 MicroProse Software. Inc. ALL RIGHTS RESERVED 






Seriously Fun Software 
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Soft on war 

R emember the days when the talk was that ‘wargames are dead’? At around that time 
Electronic Arts were refusing to distribute SSI’s wargames any longer, while also 
untying the knot with SSG. And yet today wargames are flourishing more than ever, 
as our feature in this issue surely proves. Of course publishing wargames and selling them 
are two different things, but there’s no denying that grounds exist for optimism. 

Traditionally wargames have been last in line when it came to collecting a new suit of 
clothes; adventure games and even sports games were always the first to get the sound and 
graphics glamour treatment. This neglect is partially understandable as the essence of a war- 
game is the strategic challenge. In adventure games the narrative is advanced graphically, so 
the look of the games becomes primary. But now wargames are having their day: V For 
Victory, New World Order, and soon. Patriot, will be available in Super VGA. Joining 
them on top of the techno tree is Coalition Command for CD ROM, a Desert Storm war- 
i game written by veteran games designer Dave Ameson. 

Coalition Command, though, takes a different tac to most of the games on the subject. It 
is a joint project between Compton’s New Media, who have already published a number of 
CD ROM titles, and Quantra Press Inc. As Chris Crawford predicted, it is one of what is 
likely to be the first of many titles on this new media to describe itself as ‘edutainment’. This 
is a useful term only in that it helps eliminate the guilt factor that some users experience 
when playing a ‘mere game’. In keeping with this somewhat lofty aim, the program will not 
just be pitched at gamers but also at Compton’s more ‘natural’ market, that is, consumers 
with a seemingly unquenchable thirst for encyclopedic knowledge relayed to them via a shiny 
I silver disc. 

; Chris Crawford’s concept of a ‘ wargame for the rest of us’ (Patton Strikes Back) used 

multimedia, amongst other things, in an attempt to woo ‘everyday people’ as well as 
wargamers, but only ended up proving unsatisfactory to both markets (do only wargamers 
play wargames?). Coalition Command with its huge CD ROM database will also be hop¬ 
ing to attract a cross-over audience and it will be interesting to see if it fares any differently 
at the tell-tale tills than Patton Strikes Back. 

At the other end of the scale, Columbia Games have confirmed that they will ship Extern 
Front (a conversion of their boardgame which used a ‘block’ system) without a computer 
opponent, in effect making it the first ‘modem only’ game. Microprose too, are getting in on 
the act with a Napoleonics game now being put together by their UK office, while Sid Meier 
and Bruce Shelley, although pretending to work on Pirates Gold, are in fact working on an 
American Civil War simulation. Somewhat closer to completion is SSG’s Carriers at War 
and Alan Zimm’s game for RAW, Fleet Commander. 

Personally, I found the design articles in the wargames feature this issue fascinating. 
Naturally enough, everyone thinks they have the right answer as to what is the perfect design, 
and after slaving away for years (in some cases) who can blame them? It will be interesting 
to see how the games fare when they emerge from the comfort of the womb into the harsh 
light of the marketplace. And also when they come under the steely but fair gaze of our re¬ 
viewers (as they most surely will). My hope is that all these labors of love will be a success. 
Let’s face it, nobody said at the outset: ‘Hey! I’ve got a great idea that’ll make a ton of 
money. I’ll design a wargame!’ 

Eight days a week 

Strategy Plus is pleased to welcome aboard its first full time editorial staff member, apart 
from yours tmly. Like his musical namesake Eleanor, Paul Rigby hails from Liverpool and it 
is from this picturesque city that Strategy Plus UK will now function. All European corre¬ 
spondence and lifetime ad contracts should be sent c/o this office (see address opposite). □ 


STRATEGY PLUS INC 

US Office 

Post Office Box 21 

Hancock, Vermont 05748 

UK Office 

Harley Buildings. 

11 Old Hall St. 

Liverpool L3 9HT UK 

Editor 

Brian Walker 
CompuServe: 76711,347 

Operations manager 

Michael Cassara 
Tel 802 767 4622 

Advertising managers 
US 

Gregg Sauter 
Tel 802 767 4622 

UK 

Paul Rigby 
Tel 051 260 1225 

Produced by 
Peter Post 
Sara Blum 
James MacKay 

Fax: (802) 767 4623 
US Subscriptions: 800 283 3542 
UK Subscriptions: 0442 876661 
GEnie: STRATEGY PLUS, for 
subscriptions through Genie type 
CHIPS 

Subscription rates 
US: $32 a year 
UK: £15.95 a year 

Distributors 

US 

Kable News 
Tel: 212 768 1000 

IPD 

Tel: 800 999 1170 
Ingram 

800 627 6247 

UK 

Comag 

Tel: 0895 444055 

Printer 
RR Donnelley 
Mattoon. Illinois 

Cover illustration 

FI 5 Strike Eagle III by Microrprose 

STRATEGY PLUS is published by Strategy 
Plus Inc. Route 100, Rochester. VT 05767. 
Second class postage paid at Rochester VT 
and additional mailing offices. Postmaster, 
send address changes to Strategy Plus Inc. 
PO Box 21. Hancock. VT 05748-9989 

(ciSTRATEGY PLUS INC 


6 


Strategy Plus 


















BUILD YOUR OWN AmUNE! 
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• You d«dde how to fit oat all your 


• Derolop your own global route 
network 


• Bi^ the lateat planes as new 
tedmohigy becomes available. 


Air Bucks is your chance to 
build an airline- it won't be easy, 
but if you make it the rewards are 
huge! Start with $100,000 and a 
DCS in 1946, at the start of the air 
travel boom. Decide which places 
to Oy to, where to use as a bub, 
when to buy new planes and 
which ones to buy. New planes 
become available over time, from 
a DC9 to Boeing's 747!But beware 
just because a plane is new does 
not mean it is right for you. You 
must also Bud the cash to pay for 
it; and planes don't come cheap! 
You are sure to need the help of 
yourBiendly bank sooner or later, 
or even to sell shares! 



1 to4 players (human or 
' computer) 

' Sophisticated economic 
^ m^el. 

' World map can change 
' every game. 

^ Fleet size larger than 
you're likely to ever need! 

' Detailed Graph Chart 
^ and reprints 

[ Hi-Resolution Graphics 
' supported (IBM PC). 

Easy to use point V click 
^ interface. 



• You can even set the luxury level 


• Tliere’s money to be made in cargo 


# Will you beat your rivals to this 

on your fleet 


as well as passenger flights. 


and other targ^ 


YOURR UNWA Y TO SUCC^! 

Impressions 

Committed to Excellence in Strategy Entertainment 
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NEWS 


Movers and shakers 


WESTWOOD Asscx:iates, one of SSI’s 
prime outside development teams. Eye 
of the Beholder etc, have signed up 
with Virgin Games. Their first release 
on this label will be the fantasy adven¬ 
ture, Kyrandia, followed closely by 
Dune 2: The Building of a Dynasty. 
Possibly to fill in this vacuum, SSI have 
signed Event Horizon. The new 
partnership’s first release will be The 


Summoning, which was previewed in 
issue 20 and is now set for an October 
release. 

So as to not feel left out. Sierra On- 
Line have gobbled up Bright Star Tech¬ 
nology, a Washington-based company 
best known for their education products 
and therefore of no interest to readers of 
this magazine. 

But all is not lost. Bright Star devel¬ 


oped hyper-animation technologies for 
combining patterns of human speech 
and facial images into a talking face, a 
system which Sierra say they will incor¬ 
porate into ‘future interactive enter¬ 
tainment’ (ie games). 

As if that isn’t enough. Bright Star 
also know lots and lots about Macs. So 
look out for Kings Quest VI on the 
Apple n. 



TRUMP Tower! Ivana Trump! Trump 
Castle! How much more excitement 
(and Trumps) can you stand? Better get 
your breath back now for now for there ’ s 
more on the way and it’s limited. Trump 
Castle 11 Deluxe is being produced in 
a limited edition of two million. Better 
join the lines right now as this new 
edition includes Baccarat, Roulette, 
Craps, Video Poker, and slots. The 


poker games include 5-Card Draw, 5- 
Card Stud, 7-Card Stud or Texas Hold 
‘Em, with up to four players or four 
fictional opponents. 

In addition to the games, there’s 
digitized pics and a free Trump Castle 
Gaming Guide. Trump Castle II De¬ 
luxe will be released by Capstone, the 
company that brought you Bill and Ted’s 
Excreable Adventure. 


Software 

Toolworics 

Secrets 

Loom 

THE first results of the agreement struck 
between Software Toolworks and 
LucasArts, whereby the former would 
port the latter’s games to CD ROM, can 
now be seen. Secret Weapons of the 
Luftwaffe on the silver shiny now in¬ 
cludes four Tour of Duty disks - the 
P80 Lightning, the P-38 shooting star, 
the HE 162 Salamander and the D0335 
Arrow. 

The most radical effects of the port, 
however, can be seen in the two adven¬ 
ture games. Loom and The Secret of 
Monkey Island. The CD ROM version 
of Loom now contains a 30 minute 
introduction to the main game and 
features a full voice dialogue and or¬ 
chestral soundtrack. The graphics have 
been upgraded to 256 color from the 16 
colors that was the DOS version. The 
Secret of Monkey Island now features 
a CD stereo soundtrack and fully digi¬ 
tized sound effects. 


Seven Cities of Gold rediscovered 


DAN Bunten’s classic game. Seven 
Cities of Gold, is going to be repub¬ 
lished by Electronic Arts, though Dan is 
acting only as a ‘consultant’ on the 
project. EA told us that the major 
changes will be of a ‘graphical nature*, 
256 color VGA to be precise. 

There will also be soundboard sup¬ 
port, while the random world generator 


has been ‘strengthened,’ according to 
EA’s Jim Rushing who is coordinating 
the project. “The worlds now will be 
more believable, more realistic”, he 
told us, “and there will be more of 
them.” Seven Cities of Gold is sched¬ 
uled for a January ’93 release. Look for 
a preview shortly. 

Meanwhile, back in Arkansas, Mr 


Bunten says he switched his allegiances 
from Microprose to EA, despite the 
success of Global Conquest for Micro¬ 
prose. 

Dan is currently working on a port of 
M.U.L.E to a machine known as the 
Sega Genesis, a platform he is eager to 
support because of its multi player po¬ 
tential. 


Down the upgrade 
path 


The following bug fixes, 
patches, and lord 
knows what else, are 
available from the 
following companies: 

Origin (512 328 5490) 
UK (0444 831761) 
Underworld 
bug fix. 

SSI (408 737 6800) 

UK (021 625 3388) 
Prophecy of the 
Shadow 
Soundblaster fix 
Dark Queen of 
update patch 
Carrier Strike 

V 1.1 bug fix. 

Accolade 

UK (081 877 0880) 

US (408 985 1700) 
Jack Nicklaus 
Signature Edition 
update to fix divide 
error. 

Microprose 
(301 771 6700) 

UK (0666 504326) 
F117A NIghthawk 

V 0.4 upgrade 
Sword of the Samurai 
key disk patch 
Global Conquest 

V 2.0 update. 

Three Sixty Pacific 
(408 879 9144) 

UK (0743 549442) 
Harpoon 

North Atlantic Battleset 
update. 

Merit (214 385 2353) 
UK (0260 299909) 
Dark Seed 

V 1.2a update. 


Krynn 
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Watch with 


I pride as your warriors move into intricate 
formations (HIGH RESOLUTION mode IBM PC only). 



iTie game is tuu ot sumptuous graphics. 

Your Chance to get your own back! Conquest of Japan gives you 
five cities, each with money to hire armies it is up to you to buy the 
right soldiers, and direct your armies to conquer Honshu, Japan’s 
main island! In a truly epic production, you are both the 
general,planning campaigns, and the army commander, direaing 
troops within each battle. All battles are played out in real time, 
with your soldiers moving into formation in fantastic, colourful 
animation! You can become as involved as you like -from 
watching progress, to instruaing individual men if you wish to! 

You can even choose to play each battle in Hi Res (386/25 
machines or better reccommended) or faster Low Res. 

FEATURES: 

• Miniature-style war simulation 

• Cities located differently each game 

• Choice of authentic troop formations 

• Simple to play 

• Your chance to conquer Japan!! 


bnpre^ions 


IMPRESSIONS SOFTWARE INC. 7 MELROSE DRIVE FARMINGTON CONNECTICUT 06032. 
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NEWS 


Sex, wax, and sellotape 

FROM the development team that pro¬ 
duced Accolade’s Elvira games comes 
another role playing adventure that 
promises plenty of action, buckets full 
of blood and a sink-full of gore all stuck 
together by the UK-based Horrorsoft. 

Mike Woodruff, promises, not sur¬ 
prisingly, that Waxworks will be big¬ 
ger and better than their previous two 
role-playing games starring Ms Heav¬ 
ing Bosom. “The plots are so devious 
and sinister that it will have even the 
best players scratching their head mys¬ 
tified,” said Mike scratching his head. 

“This is our third program for Acco¬ 
lade,” said Mike, ‘and the sequence of 
events usually has us submitting 
storyboards to America and getting the 
go ahead with each advancement of the 
program. With Elvira for instance, we 
worked very closely with the buxom 
lady herself. Waxworks will have all 
the familiar on-screen information and 
execution moves we have seen before, 
but with faster animation, improved 
combat and a macabre storyline.” 

The scenario to the game runs thus: 
the player’s life has changed since 
Uncle Boris was buried. This will be 
the first visit to the old hometown 
since twin brother Alex disappeared as 
a child. Uncle Boris had always been 
strange. 

So obsessed was he with the de¬ 
monic Netherworld, that he converted 
his old Victorian house into a Wax- 
works, and filled it with witches, old 
tarts, Vincent Price, and the entire Ac¬ 
colade marketing department. Let the 
meltdown commence. 


Fail Caesar 

IMPRESSIONS are to release Paladin 
2 shortly. This is based on the original 
Paladin (funny, that - Ed), but with 
virtually every facet of the game up¬ 
graded. Also included is a construction 
kit that enables the user to adapt quests 
or build faulty towers. Impression’s 
Caesar is all about construction, ruling, 
defending and pacifying. The player 
stars as an ambitious Roman official 
hoping to become the Emperor. If the 
player also owns Cohort they can boot 
that up and play the combat sequences 
in full tactical splendor. □ 



Que?Que? 

CORE Design have a new icon oper¬ 
ated graphical adventure. In Curse of 
the Enchantia, the player takes the 
part of a twentieth century kid who has 
just been transported off to a magical 
world. Enter a witch who needs a young 
boy as an ingredient in a rejuvenation 
taco potion -- the player is unlikely 
target. The most unique features of the 
game are the interface and the chili 
sauce. The characters in the game talk 
in a graphical format. So if one charac¬ 
ter needed a burrito, he would have to 
ask a vendor, whereupon a speech- 
bubble appears (‘Peso? Peso? I don’t 
have no stinking peso!). Curse of the 
Enchilada is to be released in Septem¬ 
ber in the UK on the PC and Amiga. 
Virgin Games will release the game in 
the US in November and in Mexico a 
month later. 


Editor cells 
out shock! 

COMING soon from Storm in the UK 
and RAW in the USA, Dominant 
Species allows the player to take an 
amoeba and guide it through its evolu¬ 
tionary processes to become the editor 
of Strategy Plus. To complicate mat¬ 
ters, habitats change from age to age, 
and species which cannot adapt (such 
as cheeky news editors - Ed) will not 
survive. 

Then there is competitive pressure. 
Other players will be developing com¬ 
peting stories. From the profusion of 
information (and editors), the player 
must plan, adapt, and improve, in order 
to dominate the world. Dominant Spe¬ 
cies is designed for one to eight players 
and will be released sometime before 
Christmas on the PC. 


What’s new, 
fluffy cat? 


A new Microprose title involves Mag¬ 
netic Scrolls. In The Legacy, the player 
must visit the house inherited from a 
deceased relative. The player walks 
around the corridors and rooms of this 
house and meets up with around 20 
different creatures in residence — and 


we’re not talking about Fluffy the gin¬ 
ger tom - some of which are controlled 
by an evil entity whose only aim is to 
control the house. 

Graphics are the highlight of this 
game plus the auto-mapping and a 
windows interface. 


Bits 


Version 1.3 of Harpoon 
PC is now available and 
contains the following: a 
new and more accurate 
sonar model enhanced 
Al, improved torpedo 
and missile modeling, 
ability to view orders for 
user-created scenarios, 
ability to load user- 
created scenarios from 
the BattleSet menu. 

Also new from Three 
Sixty is The Harpoon 
Designers* Series. 

This gives the user the 
ability to create 
enhanced versions of 
the original BattleSets. 
To create the enhanced 
BattleSets users must 
own the original 
BattleSets. HDS 
provides 12 scenarios 
for each of the 
enhanced BattleSets. 
The HDS BattleSets 
contain many new 
platforms, as well as 
additional countries and 
bases. 


The Converted 

Dark Queen of Krynn 

(SSI) 

Amiga 

(reviewed issue 22) 

No Greater Glory (SSI) 
Mac 

(reviewed issue 14) 

Secret Weapons of 
the Luftwaffe 

(Lucasarts) 

CD ROM 

Secret of Monkey 
Island (Lucasarts) 

CD ROM 

Robosport (Maxis) 

PC for Windows Amiga 

Cruise for a Corpse 
(US Gold) 

PC 
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PREVIEW 

HARRIER 

JUMP 

JET 



Paul Rigby 
hops aboard 


T he Harrier, the most successful vertical take-off 
aircraft, achieved fame during the Falklands War 
where it acted in an Alamo-like battle, fending off 
the potentially disastrous threat of the Argentine Air 
Force. Having one of the more complex flight models and 
modus operand! in the aviation world, the Harrier has thus 
been under-exposed in the computer simulation field. 
Harrier is the latest flight simulation under development 
by Microprose UK, whose Martin Moth and Leo Fouhy 
offered their thoughts on the project: “We’ve had a lot of 
help from RAF Wittering 2330CU” Martin told me. “The 
Station Commander said to us that ‘if you’re going to do a 
flight sim you might as well do it properly.’” And so the 
Wittering pilots offered their expertise in tweaking the 
flight model. 

Elite plus 

Microprose are still working on the stall model and the 
transferal from vertical to horizontal flight at the time of 
writing, but they were confident that their model was as 
close as they could get it. “The elite level will, hopefully, 
be as good as and as comprehensive as the real thing,” 
Martin said. “There is also the problem of maintaining the 
correct viewpoint from the pilot’s eyes so that he can 
relate to what he is doing to achieve the realistic reference 
points,” Martin added. Microprose also confirmed that 
specialized maneuvers such as VIFFing, as used in the 
Falklands, will be possible. 

The technical details will also be researched thor¬ 
oughly: “The HUD will be correct to the Harrier. One of 
the things that the Harrier HUD does is that as you pull up 
towards the vertical, the ladder bars dip down and point in 
the middle towards the horizon so that it is much easier to 
keep orientated at any time,” revealed Martin. 

One disappointing factor did emerge from the discus¬ 
sion on research. Although the Harrier carried napalm 
during the Gulf War, it looks like this will be the only 
weapon that will be excluded. Personally, I can’t see why 
that should be the case. If the exclusion of napalm is a 
moralistic gesture due to napalm’s ‘bad reputation’, then 
why simulate a Harrier at all? Napalm does not have to be 
an anti-personnel weapon, either, the Gulf War, for ex¬ 
ample, saw napalm being used to ignite oil-filled trenches. 

Microprose are very proud of their new graphic engine 
that they have developed for Harrier. “It is a fractal based 
landscape, a bit similar to Midwinter 2. But it will be 


gourad shaded so that it will be very smooth,” explained 
Martin. Gourad shading actually takes the individual 
polygons and smooths them out. In addition, the join 
cannot be seen, resulting in an apparently seamless land¬ 
scape. “You will fly down valleys rather than over them,” 
explained Martin. “Falcon 3.0’s landscape started it with 
its fractal landscape but it was only a tiny portion of the 
whole game world. Prior to this, you only saw flat land 
with triangles and pyramids bolted on. We have taken it 
further so that you can, literally, scan a map into the com¬ 
puter and the computer will work out spot heights.” 

So, in theory, one could take a map of Scotland, scan it 
into the computer and then fly around Ben Nevis and 
down ‘real’ valleys and over ‘real’ rivers. Incidentally, 
even the game’s objects, including the aircraft, will be 
gourad shaded. The fractal landscape extends to special 
effects such as waves lapping up on beaches and so forth, 
a feature first seen in Midwinter 2. 

Choppersuey 

The missions will include the standard primary/sec¬ 
ondary target situation, where the player is told where to 
go, to shoot up the target, and to return to base. However, 
there will also be a full campaign system. Here, one will 
be able to run a campaign and take total control. This will 
involve flying out on reconnaissance missions, returning, 
and deciding to destroy specific targets. Also, targets that 
have been previously destroyed will still be destroyed 
when observed later on, or they will be under repair. 

One intriguing feature in Harrier is that the player is 
in control of his own supplies. So if certain types of weap¬ 
ons run out, other ordnance may be used. The exciting 
aspect of supplies is that it is possible, whilst blowing up 
installations, to score an ‘own goal’. If a bridge is de¬ 
stroyed, for example, that just happens to be on the 
player’s own supply route, then no supplies would be 
received until the bridge is repaired! A classic instance of 
shooting one’s self in the foot and a feature to be praised 
for its realistic connotations. 

Missions will not require long flight times because the 
player will be ba.sed in a ‘hide’, a forward air base situated 
amongst a copse of trees, for example. Thus, the action 
will be on the player’s doorstep. The basic fighting area is 
Hong Kong, with the Chinese being the villains of the 
piece. “This is something, generally, that no-one else has 
done,” said Leo. “You’ll see all sorts of different weap- 
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onry that may not have appeared before in games because 
the Chinese have a lot of old stuff as well as the new. 
However, we’re making a few assumptions such as that 
they’ve got hold of some Russian MiG-29s.” 

Valley of the stalls 

During the pre-mission phase. Microprose are looking 
to design an arming screen where one can grab individual 
weapons from the stores and place them onto the 
hardpoints using the mouse. “We are seriously consider¬ 
ing using wing-men where you command a squadron of 
Harriers,” offered Leo. Microprose are looking to inte¬ 
grate minor role-playing aspects into their wing-men. That 
is, the wing-men may improve their skills over time after 
successful missions. However, the player can over-work 
them to the extremes of fatigue, which will affect his 
performance in a negative fashion, a highly realistic fea¬ 
ture which is hoped to be inserted. Leo added that “we are 
still working out how we can get you to talk to the wing- 
men. For example, you may see a particular infantry pla¬ 
toon on the ground. You’ll be able to tell your squadron 
that, okay, that’s your target, you go and destroy it.” 

The collision detection appears to have been finely 
tweaked. Firstly, the last thing any computer generated 
aircraft flying down valleys needs is to ‘crash’ whilst still 
several tens of feet away from the valley sides. Secondly, 
the Harrier is noted for its flexibility. So, if a flat piece of 
land is found that can support the aircraft, the plane will 
be able to land upon it. Leo added one caveat to that op¬ 
tion: “There will be options that can be toggled on/off. 
Take wind, for example. The Harrier is very susceptible to 
wind. If you are hovering you have to face into the wind. 

If you’re not, the wind will flip the aircraft over.” 

Cameo roll 

“Something else which is unique in the game is the on¬ 
screen cameos,” enthused Leo. “In most games when you 
fire a weapon, you see the weapon zooming out in front of 
you and that’s it. What we are doing is that if you fire a 
Sidewinder off your Harrier, a small animation, which we 
call a cameo, comes up on the screen which shows the 
Harrier and the Sidewinder firing and lifting off the wing- 
tip and taking off. When you hit a target such as a tank, 
you will get a cameo of the tank being hit, blowing up and 
catching fire.” “When Microprose showed that feature to 
the Harrier pilots they loved it” .said Leo. “In fact, they 
just kept shooting Sidewinders off just to see it. The cam¬ 
eos are really short, but it gives you more of a feel that 
you have done something. Similarly, if someone fires at 
you, you may see a cameo of the front part of your cock¬ 
pit where the bullets are getting shot up the side of the 
aircraft. Also, we are working on an ejection cameo where 
the canopy flies off and the pilot shoots out,’ added Leo. 

If the player lands behind enemy lines and is captured, 
there will be a little cameo addition there too. Finally, 
where possible, the artwork has been generated via a 
refined water- color/air-brushed look, then scanned into 
the computer and touched up, giving rather more atmo¬ 
sphere to these screens than might normally be the case 
in a flight simulation. □ 

Harrier Jump Jet will he published by Microprose. 
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F-15 

Strike Eagle III 


Design notes by 
MicroProse's 
Jim Day 


Ed's note: 

contrary to what has 
been reported 
elsewhere, 
MIcroProse have no 
plans to make F-15 
Strike Eagle III 
compatible with 
Spectrum Holobyte's 
Falcon 3.0 


I n 1983, MicroProse published its F-15 Strike Eagle 
game, thereby leading the charge to opening up a 
whole new genre of home computer game: the mission- 
based combat flight simulator. The innovation of this 
product did not lie solely in the flight aspect of the simula¬ 
tion. It managed to introduce ‘fun’ into this genre of enter¬ 
tainment product by combining the action and excitement 
of arcade style shoot-em-ups with real world situational 
awareness. 

F-15 Strike Eagle III puts the player in the seat of the 
US Air Force’s hottest dual-role fighter aircraft - the F- 
15E. Equipped with the latest in high-tech weaponry, the 
player is charged with destroying a wide range of targets 
deep within enemy territory. In addition, air cover will 
need to be carefully chosen to eliminate any aircraft that 
attempt to intercept. Successful missions are rewarded 
with medals and promotions as the race commences to 
become the Top Gun at home base. 

Carrying on the tradition of a game such as F-15 can be 
a foreboding task. That is why Andy Hollis was asked to 
lend his talents to again work over the code for F-15 III. 
He did it once before, joining forces, in 1988, with the 
original author, Sid Meier, to produce F-15 Strike Eagle 
II. 

Andy decided it was time to push the envelope a bit 
with the 3D graphics. He spent several months developing 
slick new visuals using high resolution (640x480) Super 
VGA graphics, but the results were disappointing in terms 
of frame-rate. It was now the winter of ’91 and time was 
already rurming out. 

New blood was brought into the project with the forma¬ 
tion of the Simulations Group, within MicroProse, in early 
1992. With Andy leading the group, we decided to re¬ 
double our efforts and pour on the resources. 

Another key person just walked in one day right 
through the front door in the person of our technical advi¬ 
sor, George Wargo. George had just retired as a Lt Colonel 
from the Air Force after spending the majority of his 20 
years flying F-15s. Suffice it to say, with the exception of 
classified items, we now know exactly how everything 
works on an F-15. 

As more and more computers become interconnected, 
the possibilities for multi-player gaming abound. Since 
human opponents usually provide much more challenge 
than computers, modem play was one of the first things 
added to the game. Head-to-head competition in similar 
planes over friendly territory, and two - plane cooperative 
(wingman) modes were accomplished first. Later, since 
the F-15E is a two-seater aircraft, an innovative two-player 
front seat/back seat mode was added, in which one player 
pilots the plane watching for bogeys while the other pier- 


forms the duties of the Weapons Systems Officer (WSO or 
Wizzo), designating targets and dropping bombs. 

F-15 III should keep any armchair warrior engaged for 
a long time to come. Whether flying single missions in the 
Persian Gulf or engaged in a hotly contested campaign 
over the skies of North Korea, there will be plenty to 
choose from. Over fifteen different weapion systems, from 
GBU-89 Gators to AIM-120 AMRAAMs, are at the 
player’s dispxisal to dispatch an aggressive oppxinent in a 
target rich environment. Those guys will be sending up 
everything from SA6s, streams of triple-A, to ultra modem 
MiG-29 Fulcmms. 

Missions and targets will need to be chosen carefully. 
Meticulous target selection will ensure arrival in down¬ 
town Baghdad in one piece. The war was not won in a day, 
and neither will these campaigns be. □ 


F-/5 Strike Eagle III will be published by MicroProse 
later this year 
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Windows Shopping 


M icrosoft’s Windows, love it 
or hate it, looks set to be¬ 
coming as much of a standard 
as anything could be in the PC environ¬ 
ment. Despite it being a graphical inter¬ 
face, the games that are currently avail¬ 
able for Windows would look equally at 
home on a Commodore 64. But two new 
releases this month could change all 
that. 

From Maxis, comes Robosport.The 
Mac version was (favorably) reviewed 
on these pages way back in issue 12, so 
this notice is merely a reminder and a 
chance to look at how the game func¬ 
tions under Windows. 

The perfect bound manual was writ¬ 
ten for the Mac version, though com¬ 
mon sense can easily overcome any 
discrepancies. The tome is surprisingly 
beefy for such an apparently lightweight 
game and is more a testament to the 
wealth of options available than any 
complexity. Maxis say there may be 
problems for video systems running 
256 rather than 16 colors, but I experi¬ 
enced no difficulties with the latter on a 
386/40. The map resolution in Win¬ 
dows is as pin sharp as one would 
expect; an absolute necessity for a tac¬ 
tical game such as this. 

The play of the computer opponent 
varied. The robots, as befits their na¬ 


ture, appear to have been rigidly pro¬ 
grammed to adopt the same strategy 
each turn. The top level is ‘ferocious’ 
mode, but there is a school of thought 
that thinks ‘stupid’ is actually harder to 
beat. This is because the robots make 
moves which are so stupid as to be 
completely unpredictable. It’s no big 
deal either way as Robosport is meant 
to be, and succeeds admirably in being, 
a fun game. In any event there is a 
variety of multi-player options: full mo¬ 
dem and null modem links, network 
support, and two players at the ma¬ 
chine. All versions are cross platform 
compatible via a modem. I played at 
9600 and found the speed perfectly 
acceptable. At 2400 it could be on the 
slow side. 

The network option for four players 
is the optimal way to play as this also 
permits team play. Ultimately the Win¬ 
dows port makes sense as it is the sort 
of the game that can be completed in the 
time it takes PageMaker to load. It can 
also recline in background, useful for 
those who play at work in between 
performing less important tasks. 
Robosport gets a firm recommenda¬ 
tion but is not for those who considered 
Global Conquest ‘silly’. As a multi¬ 
player it is first class; the only flaw 
being the omission of a Hall of Fame. 


There can be few superlatives left 
that haven't been used in connection 
with Links. So what does one say about 
Microsoft Golf7, which is, in effect. 
Links for Windows. The opening 
screens are quite a surprise to anyone 
familiar with the DOS version, but this 
is nothing compared with the shock of 
seeing how fast these screens redraw. I 
was expecting Windows to slow the 
program down to the point of tedium, 
instead these graphics fairly whiz along, 
much faster than the IX)S version. 

All the options such as configure 
stance, reverse replays, and so on, are 
present but many of them now have 
their own configurable screens. All of 
these can be minimized as icons and 
recalled as necessary. The terrain is still 
bitmapped, but the sprites are now hyper 
real, as per those in Links 386 Pro. 
Anyone who has the DOS ba.sed Links 
and wants to switch over to Windows, 
will be relieved to hear that all of the 
courses from the DOS version will be 
compatible with this program. 

Microsoft Golf represents that 
company’s re-entry into the world of 
simulations, and if it is an example of 
their future products in this field, then 
all I can say is ‘keep ‘em coming’. □ 

Brian Walker 
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WARGAMES SPECIAL 



AT WAR 


The history of wargames by Ezra Sidran part 2 


SSI’s history of 
wargames 

Baltic 1985 
(1984) 

Battalion Commander 
(1985) 

Battle for Normandy 
(1982) 

Battle of Antietam 
(1985) 

Battlecruiser 

(1987) 

Battlegroup 

(1988) 

Breakthrough in the 

Ardennes 

(1984) 

Carrier Force 
(1983) 


T he two events that most influenced and shaped 
society in the Twentieth Century were the great 
World Wars that first erupted in August of 1914. 
They subsided briefly in November, 1918 only to burst 
aflame in August, 1938, finally to be extinguished in 
August 1945. All facets of human endeavor — art, litera¬ 
ture, politics, and science, were indelibly touched by 
these global fire storms. Some, like music and literature, 
were affected indirectly and in response to the wars. 
Others, however, like wargaming and computers, played 
a crucial part in the events of the times and actually 
influenced their outcomes. 

Russian gambit 

Peacetime professional wargaming, like computers, did 
exist before World War 1. All of the major powers incor¬ 
porated wargaming into War College and staff exercises. 
The Duke of Cambridge, commander in chief of the British 
army, ordered its study in October, 1883. In January, 1905 
the British General Staff actually conducted a wargaming 
scenario of a German violation of Belgian neutrality while 
executing a massive right flank attack on French forces to 
the south. This foreshadowed the real plan of Von 
Schlieffen by nine and a half years. Coincidentally, at the 
same time, the German General Staff was also employing 
the kriegsspiel to train officers of all ranks and to test 



Boffins at war: fleet tactical wargames being conducted at the Naval War College 
circa 1914 


certain combat principles. The Russians, too, advanced, 
though a bit haltingly at first, into the study of wargaming. 
After its initial adoption by Russian War I^partment in die 
1870s, wargaming proved tedious and unproductive to the 
Russian General Staff. By 1903, the War Department was 
condemning the inability of the directors to arouse interest 
in the games 

Wargaming, as it existed at this time, depended heavily 
upon the use of human umpires or games-masters not un¬ 
like the Dungeon Master in Dungeons & Dragons. Cer¬ 
tainly, the director of one of these General Staff wargames 
played the key role and was more influential on the out¬ 
come of the scenarios than any of the actual opponents. 
Capricious whims of the director could have catastrophic 
effect as when Rear Admiral Ugaki, while presiding over 
the Japanese Staff pre-Midway wargame, overruled the dice 
throw of Lieutenant Commander Okumiya who was rolling 
to determine hypothetical bombing results on the Nagumo 
Carrier Force. Okumiya had determined that the Carrier 
Force had sustained nine hits and that both the Akagi and 
Kaga had been sunk. Rear Admiral Ugaki, however, re¬ 
fused to believe that the pride of the Imperial navy could 
be so quickly swept away, and promptly resurrected both 
carriers, a deus ex machina that could not be repeated in 
the actual event some months later. 

Theatre of war 

Not surprisingly, the post-Spanish American war 
United States concentrated on fleet simulations that were 
conducted at the new Naval War College under the tute¬ 
lage of McCarty Little. Little’s effort attracted such atten¬ 
tion that by 1897 the Assistant Secretary of the Navy, 
Theodore Roosevelt, would write that he ‘wished to time 
my visit so as to see one of your big strategic games’. 

Fleet Tactical wargames were also conducted on a scale 
that quickly took over the floorspace of entire halls. 

Computers, too, at this time were just becoming an 
entity unto their own. Charles Babbage, traditionally con¬ 
sidered the Father of Computing, conceived of the Ana¬ 
lytical Engine, a truly programmable, steam driven, mass 
of brass and pewter cogs, shafts, pulleys and dials. He 
died in 1871 before it was ever built, but Georg Scheutz 
constructed the less ambitious Difference Engine No. 2, 
which was purchased by the British government to aid in 
the calculation of actuarial tables that predicted life ex¬ 
pectancy. 

The 1890 U.S. Census was completed in record time 
(six weeks) by employing the Hollerith Tabulator, an 
early punch card reader. Eventually Herman Hollerith’s 
Tabulating Machine Company evolved into the Computer 
Tabulating and Recording Company conglomerate which 
finally would become known as the International Business 
Machine Corporation, or IBM as it is now known. 

Curiously, while the world’s General Staffs were con¬ 
ducting their own wargaming experiments on the same 
general topic, no one thought to employ a mechanical 
calculator to facilitate combat resolution. Rather than 
becoming bogged down in long equations, we find these 
simple rules applied at the Naval War College games of 
this time: if two fleets meet with odds of 2:1 [then] the 
inferior will be removed; with odds of 3:2, the inferior 
loses one-half; with odds of 4:3, the inferior is destroyed, 
but the superior is crippled for the remainder of the game. 
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WARGAMES SPECIAL 


Carrier Strike 
(1992) 

Colonial Conquest 
(1985) 

Combat Leader 
(1983) 

Computer Ambush 
(1980) 

Computer Bismarck 
(1980) 

Computer Conflict 
(1980) 

Computer Napoleonics 
(1980) 

Conflict: Korea 
(1992) 

Conflict: Middle East 
(1991) 

Eagles 

(1983) 


Scientific enigma 

The first military use of computers would be in the 
calculation of ballistics and gunnery tables. Analog com¬ 
puters, devices that consisted of interlocking wheels and 
cogs, were employed for aiming bombs from aircraft, 
calculating torpedo runs in submarines and directing 
battery fire on great floating gunnery platforms like the 
Bismarck. Obviously, these were important uses of com¬ 
puters, and they certainly achieved direct results; none¬ 
theless, the great watershed events in the history of com¬ 
puting that occurred during World War II would take 
place in a country manor house in Hertfordshire, En¬ 
gland known as Bletchley Park. It was here that a group 
of mathematicians were employed breaking the highest 
priority German codes. 

These codes, devised by an analog German machine 
called Enigma, produced streams of numbers that were 
translated back into text by a receiving Enigma machine 
that possessed the proper code wheels (gears and cogs, 
again). However, one of the British boffins (whiz kids to 
Americans), employed at Bletchley Park was the incom¬ 
parable genius Alan Turing, the author of a paper. On 
Computable Numbers, which when published in 1936, 
laid the groundwork for modem day computer science. 

Turing began work on the Colossus 1, the first elec¬ 
tronic computer that employed vacuum tubes (valves to 
Brits), instead of gears; and by December, 1943 the 
German Enigma ciphers were being translated so quickly 


that Churcrhill and Roosevelt were reading the German 
dispatches before their intended recipients. It is impos¬ 
sible to overstate the importance of the breaking of the 
Enigma ci phers in the outcome of World War II. 

Part of the beauty of electronic computers was that 
they could be reprogrammed for different tasks. Turing 
had been speculating about what these different tasks 
might be 1 ong before the computers existed that could 
perform them. But by 1951, shortly after Turing wrote 
an article entitled. Digital Computers Applied to Games, 
Dr. Prinz of the Manchester University was able to pro¬ 
gram a CO mputer that solved the first chess problem. 

Deep thought 

The post-war 50’s were a time when both computers 
and wargames exploded into public view. A February, 
1958 Scientific American article. Computer v. Chess- 
Player, shiows author Alex Bernstein pondering a move 
before a hiulking IBM 704 computer. Interestingly, he 
writes, "U ndoubtedly our chess player |program] is only 
a prototyfie for far more skilful players to be built in the 
future. Pr obably they will not go much further in depth 
of planning: even with much faster computers than any 
now in e:(istence it will be impracticable to consider [for 
the computer to look] more than six half-moves ahead\ 
However, by April 30, 1990, The Wall Street Journal 
was able ! o report that the Deep Thought brute force 
computer was able to evaluate one billion possibilities a 
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second and routinely looked forty or more moves ahead 
between turns (Deep Thought has a U.S. Chess Federation 
rating of 2,552 - 2,650 which would make it, if human, a 
grandmaster. Deep Thought has lost only to Gary 
Kasparov, the highest rated chess player in history). 

It was also in the 1950’s that Charles Swan Roberts II 
first developed the board wargame Tactics, which by 
1958 would be revised (in what was the industry’s first 
upgrade) to Tactics II and would be marketed by his 
fledgling company, Avalon Hill. 

Like most of you, my first introduction to wargaming 
was a Charles Swan Roberts design. Roberts is certainly 
the most important figure in Twentieth Century 
wargaming not only because of his many major contribu¬ 
tions to wargame design, but because he introduced so 
many people to wargaming itself If you are over twenty- 
five years old, your first wargaming experience was 
probably either a Roberts designed game or a game 
designed within Avalon Hill. We are probably all famil¬ 
iar with the now standard wargaming hexagons. It was 
Roberts that introduced the RAND Corporation’s top 
secret hexagonal system to the general public in 1961 in 
Avalon Hill’s Chancellorsville. 

On the boards 

With the exception of Games Research’s Diplomacy, 
released in 1961, Roberts had the entire commercial 
wargaming market to himself And with good reason: he 


invented it. Avalon Hill’s contributions to the science of 
wargaming during the 60’s are an unequalled achieve¬ 
ment. They introduced commercial wargaming itself; 
and by 1964, they were selling 62,000 units a year. I 
vividly remember anxiously waiting for each new 
Avalon Hill release to see what they would invent this 
time. Tactics II was my initiation into wargaming. 
Gettysburg (also released in 1958) was the first accu¬ 
rately researched historical wargame [by the way, if 
anyone out there has an original copy of Tactics II or 
Gettysburg with the rectangular pieces and measuring 
stick, please contact Intergalactic Development]. 

D-Day and Waterloo were released in 1961. Bis¬ 
marck, featuring hidden movement simulated by a card¬ 
board screen that separated the two players who tracked 
ship movement on identical notepads, was released the 
next year. Stalingrad (the first Eastern Front wargame) 
shipped the year after. Supply units and logistics were 
introduced in Afrika Korps in 1964, the same year that 
Midway, the first carrier wargame was released. 

James F Dunnigan designed 1914 for Avalon Hill in 
1967. Mostly what I remember of 1914 was the multi¬ 
tude of counters; some were dummies and which existed 
only to confuse the opponent. Also, 1914 had a myriad 
of optional rules and scenarios that mimicked diplomatic 
situations that came into play, depending on various 
military incursions into sovereign territories. 

By 1970, the wargaming industry had mushroomed 
into a 129,000 plus units a year business. Though Avalon 
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We’re so sure you’ll love our new 
multi-media a^enture experience for 
your PC that we’re willing to send you 
a FREE playable demo disk for just the 
$2 it takes to ship it to you! Call us 
now at 1-800-800-4880 to take 
advantage of this incredible offer. 


SSmJSS SOFTWARE INCORPORATED 

ACCESS Software, Inc., 4910 West Amelia Earhart Drive 
Salt Lake City, UT 84116* (801 )359-2900 • (800)800-4880 
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Computer Bismarck: the $2,160 wargame 

Hill still controlled about 95% of the marketplace, com¬ 
petition had arrived in the form of SPI, Gamescience and 
others. In 1972, the last year that reliable sales figures 
can be ascertained for board game sales, the industry 
produced 337,280 units. At about this time, three Illinois 
State University students, Frank Chadwick, Rich Ban¬ 
ner, and Marc Miller, met at a college sponsored gam¬ 
ing club. The next year, the three, now newly incorpo¬ 
rated as Game Designers Workshop, produced their 
massive WWII eastern front game, Drang Nach Osten. 
The follow up, (Jnentschieden, continued the game from 
1942 to 1945. GDW also created the Europa series of 
interconnected detailed WWII scenarios. Because all of 
the Europa scenarios can be joined to form one huge 
wargame, GDW probably holds the record for the largest 
commercial wargame ever produced. 

The 70’s were the glory days of boardgames. Strategy 
& Tactics magazine estimated that there were as many as 
100,000 hard core gamers at this time. Many new com¬ 
panies joined the industry and hundreds of new products 
were released. Board wargames became increasingly 
complex and detailed and were inevitably accompanied 
by thick rule books, stacks of tables, and charts that 
modified dice throws. 

Computers at war 

At the end of this decade two important events oc¬ 
curred: first, microcomputers became available for the 
home market; and secondly, market surveys (the first 
conducted by Joel Billings before he incorporated Strate¬ 


gic Simulations, Inc. SSI for short) showed that the de¬ 
mographics of wargamers and computer owners over¬ 
lapped (i.e. wargamers were the kind of people who 
bought home computers). In addition to crunching the 
myriad of numbers that wargames now used, computers 
could add the feature of hidden movement and, perhaps 
most importantly, a computer opponent that would al¬ 
ways be available to play with. 

The honor of writing the first commercially sold mi¬ 
crocomputer wargame belongs (like so many firsts) to 
Chris Crawford (author of Patton vs. Rommel and Bal¬ 
ance of Power). On December 30, 1978, Bill Henson of 
Woodland, California drove over to Crawford's house to 
purchase the first copy of Crawford’s Tanktics (written 
for the Commodore PET). The age of commercial com¬ 
puter wargaming had now begun. 

This first microcomputer wargame did not have any 
graphics capabilities and consequently input and output 
was done via entering lines of text that referred to coordi¬ 
nates on a printed map (see Figure 4). However, not hav¬ 
ing to worry about screen graphics allowed Crawford to 
concentrate on the other problems inherent with computer 
waigaming: hidden movemenL line of sight (LOS) calcula¬ 
tions, and Artificial Intelligence (the computer general itselfi. 

At the same time that Crawford was programming, 
and later selling, Tanktics. Joel Billings, working with 
John Lyon and Dave Cook, was working on Computer 
Bismarck for the Apple II. Less than two months after 
Crawford sold the first ever microcomputer wargame, 

SSI made their first two sales: two copies to San Antonio 
Hobby and fifty copies to Los Altos Computerland. This 
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SIMULATION 


ollowing the award winning classic, Red Baron, the Grea^War 
Planes series continues with Aces of the Pacific. Step back into 
history with the men and machines of W.W.II combat in the r|dfi 
Up against enemy fighters and aces, you'll intercept bombers, diW 
bomb enemy carriers, launch ground attacks to cripple the enemj^ 
bases and experience the terror and exhilaration of carrier landinelift 


Tangle with legendary aces such as Greg “Pappy" Boyington, Hiroyoshi Nishazawa and 
America’s highest-ranking ace, Richard Bong. 


★ Over 30 meticulously researched vintage aircraft, including the A6M Zero, the F4U 
Comir, the P-38 Lightning, the F6F Hellcat, the P-47 Thunderbolt, the 
SBD-3 Dauntless Dive Bomber, the B5N Kate Torpedo Bomber, and many more. 


Fly for cither America or Japan, experiencing the sights and sounds of air combat in the 
Pacific: Carrier deck landings and take-offs, torpedo dive bombing, mid-air explosions and 
billowing clouds of smoke. 


★ Play a quick single mission or enlist for the filj^tour between 1941 and 1945. 

★ A powerful Mission Recorder lets you save an cntik^mission to disk and then jump back 
into the simulation at any point to begin playing agal^ 




"The Benchmark of the '90s for Fligfjt Simulation, ‘ 
Shay Addams, Simulations! Magazine 


★ A magnificent 240 page manual, complete with a detailed historical overview of the war, 
photos, war maps, pilot profiles, air combat tactics of the era and over 25 color pages of 
aircraft illustrations. 


"Aces of the Pacific is to Red Baron what the Corsair 
was to the Fokker Tri-Plane” 

Computer Gaming World. 
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Flown your umpteenth fighter plane? Shot up your 
50,000th enemy tank? Challenge your mind instead 
of your reflexes...play 
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COMPUTER 
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World War II, the conquest of Europe... 

Out of the ashes and turmoil of post-World War I Europe an 
Austrian artist rose from obscurity to command the greatest 
military machine ever known to man. His name was Adolph Hitler. 
He and his band of Nazi cutthroats promised a starving German 
people revenge for the injustices of World War I and a Reich that 
would last for a thousand years. 

Gaining absolute power in 1934, Hitler embarked upon the return 
of Germany to her previous place of prominence with massive 
rearmament programs. First Austria, then Czechoslovakia fell under 
the Nazi boot. 

The west viewed the German rise to power with growing alarm, 
and when Germany invaded Poland on September 1. 1939, Britain 
and France declared war. 

The stage was set for a war of such magnitude that it could only 
be compared to the greatest of natural disasters. 


Computer Wargaming like you've never seen it! 


It*s more than a game, it is the definitive historical simulation 
of Europe during World War II. All the elements: military, 
economic, geographical, ideological and chronological are 
included in the game. Until now, Third Reich has been a game 
for the truly dedicated boardgamer. Recent advances in 
electronics now make it possible to put all of the rich detail of 
the boardgame into your home computer. 

COMPUTER THIRD REICH includes the foUowing: 

• State of the art graphics. 

• Easy to use interface. 

• Choice of human or computer opponents for either side. 

• Three historical scenarios plus the campaign game. 

• Advanced SAVE GAME function to make play-by-mail easier. 


COMPUTER THIRD REICH system requirements: Commodore Amiga: Amiga 500-3000 
(including 1000) with one meg of RAM and color monitor. Atari ST: 520, 1040, or Mega with at least 
512K RAM, double side disk drive and color monitor. (Single-side version for 520 available upon request.) 
See what all this excitement is all about. 

Computer Third Reich is available for $39.95. Please add $6.00 shipping and handling (Canadian 
orders $12.00; overseas $18.00). IBM PC/PS and compatibles version is coming soon. 

Get Computer Third Reich wherever great computer games are sold, or direct 
from: 


Strategy Magazine had this to say: 
“The point and click interface is a 
pleasure to use...The map graphics 
themselves are excellent...At first I 
thought this new version would be too 
simple for the Third Reich player and 
too complex for the newcomer. Six 
hours'play changed this viewpoint." 


4517 Harford Road Baltimore, MD 21214 410 254-9200 

For quick credit card purchasing, 
call TOLL FREE 1-800-999-3222. 
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Patriot: is this the future? 



is the key difference between Computer Bismarck and 
Tanktics: SSI was looking to sell in quantity and SSI 
was writing for the Apple. Indeed, SSI and Apple were 
so closely tied at the beginning that the first Computer 
Bismarck was advertised as The $2,160 Wargame (the 
software was $59.95 and the Apple II $2,1(X)). 

The Apple II had many advantages over the Commo¬ 
dore PET, not the least of which was a 278 by 192 by 8 
color (kind oO monitor. This allowed for pieces repre¬ 
senting the ships and a pretty good four-color map of the 
North Atlantic to be displayed). The map was sectioned 
off into a 20 by 18 matrix and squares. Computer Bis¬ 
marck was packaged with a fine 15 page manual that 
would have been familiar to any of the old board wargamers. 
There were plenty of charts and tables (Ship Shadow 
Resolution, Chance, Weather, Fog Probability, Plane 
Attack Combat, Submarine Attack, Surface (Tombat, 
etc.), but this time the computer would deal with them 
and simply report the results. Also, the computer could 
hide ships from opponent’s view. Also in 1980, SSI re¬ 
leased Computer Ambush, Computer Napoleonics, 
Computer Conflict and Computer Air Combat (after 
which SSI felt secure enough in the marketplace to drop 
the ‘Computer’ from all future product titles). Sales for SSI 
in 1980 topped $300,000 and then shot up to $897,000 
the next year, probably making it the largest producer of 
wargames (board or computer) at the time. SSI’s all time 
best selling wargame was Roger Damon’s Wargame 
Construction Set, which moved over 53,000 units after 
its 1986 release. 

Universal simulations 

At about this same time, military historian Dr. Ed¬ 
ward Bever teamed up with the now legendary Sid Meier 
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at MicroProse to produce the Command Series of micro¬ 
computer wargames. Starting with Crusade in Europe, 
released in 1985, they went on to jointly author Decision 
in the Desert (same year) and Conflict in Vietnam 
(1986). The Command Series was, and is, unique in its 
realtime ebb and flow of simulated battlefield management. 

While commercial microcomputer wargaming was 
taking off, the academicians with their mainframes were 
also creating wargames. Walter Bright at Caltech began 
writing Empire (Interstel) in FORTRAN-10 in 1976. In 
1984, it was rewritten in C for the IBM PC, after which 
Mark Baldwin did a major revision (v. 2.0) for the Atari 
ST and Amiga. It was during this time that 1 began work, 
while still in college, on the original UMS for the Apple 
He, Though this version was never released, it led to a 
contract with Firebird Licensees to produce an Atari ST 
version. Eventually, the original UMS would be released 
for the IBM PC, Amiga, Macintosh and Apple IIGS as 
well. Over 107,000 program and scenario disks have 
been sold since 1987. This probably makes UMS the 
best selling computer wargame of all time. 

How popular has microcomputer wargaming become? 
According to the January 1992 issue of PC Computing, 
war games comprise the largest segment (36%) of the 
home software market. And, as home computers become 
faster and have more memory, programmers and devel¬ 
opers are being pushed by the public to make even more 
detailed simulations. Among this latest generation of 
computer wargames are the naval simulation Harpoon, 
and soon Patriot (from Three Sixty), The Perfect Gen¬ 
eral (published by Quantum Quality Productions, Inc.) 
and our own UMS II: Nations at War. One thing is 
certain: the rest of this decade will see greater advances 
in the complexity and accuracy of microcomputer war- 
games. □ 
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Preview by Brian Walker 


High Command, 
published by Colorado 
Creations for the IBM 
PC should be available 


S trategic level wargames are still something of a 
rarity. Gary Grigsby’s games for SSI spring to 
mind as does Storm Across Europe from the 
same company. Add to these High Command from 
Colorado Creations. ‘CC’ is comprised of Gregg Carter 
and Joseph Nonnast, two physicists who, ironically, work 
for competing companies. Both keen wargamers, they 
embarked on this venture four years ago, using what spare 
time they had to put into the game. Back in those days the 
PC was something of a joke as a games machine, so it was 
the Atari ST to which they turned. The graphics in the 
version now available were programmed on that machine, 
and then ported to the PC in midstream when the impor¬ 
tance of the PC as a leisure machine became manifest. 

What if? 

The graphics in the game are functional at the very least 
and a lot better than wargamers are used to, the aforemen¬ 
tioned Storm Across Europe for example. The game is 
played out mostly on a tactical screen, though a strategic 
map is available. Map scrolling is very smooth and effi¬ 
cient: a right mouse click does the trick. Scenarios are 
plentiful, the main one being the campaign game which 
consists of 72 turns. These are long turns as the number of 
units in the game is quite large, and, in addition to the usual 
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combat/movement phases, there are production/diplomacy 
interludes. This section of the game is very well thought out 
indeed. The player has a number of points which he may 
allocate as he sees fit. This means the game can also be 
played in ‘what if mode. For example, what would have 
happened if countries like Sweden had been persuaded by 
diplomatic overtures to side with the Nazis? 

A turn is conducted in phases, the first of which is Force 
Allocation wherein newly produced units are deployed. The 
second phase is Resource Allocation, this is where re¬ 
sources such as oil are transferred to factories. Political 
Allocation also occurs as a sub phase within this. In the 
Air Allocation phase, air units are assigned to missions. 
This is simply a matter of clicking on the appropriate icon 
and defining its destination via a series of highlighted 
hexes. The Air Execution phase follows immediately 
afterwards. The Naval and Land Allocation phases work 
in exactly the same way. Topping all this off is the 
manual, which weighs in at 200 pages plus and is 
chock-full of tables and charts so beloved of the anal 
retentive community. 

Come in Colorado 

Despite the plentiful options, both designers wanted 
more, as Gregg Carter told me: “There’s tons of things 
that we would like to have put in the game but we had to 
call it quits somewhere. We’ve been over four years on this. 
For example, we thought of putting names on the map, but 
the way we had to put scrolling in prohibited this. 

“We plan on doing updates. These will include minor 
fixes, easy-to-implement new features, better-balanced 
scenarios. These will be available free to registered users. 
Eventually there will be a completely new version. We’re 
looking at VGA, modem play, sound board support, better 
interfaces at certain places, more than two players (up to 
six), save game anywhere, etc, etc. It all depends on what 
we think is feasible, what the public wants, and what we 
want. We are definitely going to be listening to the con¬ 
sumer. We figure there will be a nominal upgrade fee for 
the new version. 

“The scenarios were designed to be fun and 
somewhat historically accurate, although not 
down to a gnat’s eyebrow. However, we are 
developing an editor that will be available fairly 
soon. It’ll let users add or delete units, modify 
units, change political alignments, etc. 

“We also are thinking of adding the ability to 
modify some of the internal simulation param¬ 
eters. Maybe it will be possible to change the 
relative losses in combat, probabilities of detec¬ 
tion, movement costs, production, costs, etc. 1 
don’t know for sure if we’ll be able to do this, 
but if we can we will. That way, hard-core 
gamers can adjust design parameters that they 
don’t agree with. We believe that with all the 
dedicated wargamers out there, they’ll prob¬ 
ably come up with better scenarios than we 
do. After all, we spent the past four years 
designing, programming, and debugging this 
beast, not playing games.’’ □ 

High Command will he reviewed in our 
next issue 
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Also Available 'A' ^ 'A' 'A' 'A' 'A’ 

BLITZKREIO a WWII simulation of '^Battle of the Bulge" with 
sophisticated Al. Based on the GDW boardgame of the same name. 

549.95 IBM, Amiga (Imb) 

White Death WWII simulation of one of the battles around 
Stalingrad; detailed Al. Based on the boardgame of the same name. 

549.95 IBM, Amiga (Imb) 


RAW Enferfainmmnf fnc. 

3027, Marino Boy Drive, Suite 110, 
League City, TX 77573 - 2772. 
Telephone (713) 538 3399 
Fax (713) 538 2174 


Coming Soon 'A A^ A' A^ A^ A' 

Space Inc a simulation/RPG of interplanetary trading. Encounter 
pirates^ sabotage, financial problems and much much morel 11 

559.95 IBM, Amiga (Imb) 

Fleet Commander From the designers of the award winning 
ACTION STATIONS comes a new WWII naval simulation. All of the 
historical accuracy of Action Stations with carriers and submarines. State 
of the art VGA graphics. 559.95 IBM, Mac, Amiga (Imb) 
Dominant Species a strategy game based around the 

theory of evolution! For 1 to 8 players (human or computer). You create 
new species to survive and thrive. More than 30 billion species to 
develop. $49.95 IBM 


Spoil Yourselp With 


Action Stations A Naval Surface Combat Tactical Simulation is 

unique. A combat modelling system designed by an active duty naval officer to 
test computerized tactical decision support systems has been adapted into a 
commercial simulation of unparalleled accuracy and authenticity. 
CHECK OUT THE SCENARIO/UTILITY ADD ON. 
Features :- Effortless menu system; Take full command or delegate, Authentic 
Battle Plot; 21 display/status boards; smoke, star shells, flares, searchlights, 
radar, weather, burning oil slicks and much much morel!! 
^ ^ At At $49.95 IBM, Amiga (Imbl 

Fireteam 2200 A tactical 

wargame set in the 23rd century. Fight alone 
or command a "Fireteam" of up to 16 units. 

Features :- 30 different combat units; 25 
weapon systems; n>odem play between IBM 
and Amiga. 

549.95 IBM, Amiga (Imb) 


Worlds at War A game of planetary 

conquest for 1 or 2 players that can be played as a small 
tactical study with the flavour of a chess game, or for a 
weekend as a campaign game with vast regions of 
territory to explore! 

Features :- Configurable battle map from 10 x 10 to 50 x 
50! Bombers, missiles, scouts and much much morelll 
$49.95 IBM, Amiga (Imb) 


Spoils op War h a game of discovery, colonization and 

conquest of faraway lands. The players) function as commanders over several 
explorers. These explorers carry out the orders of the player. Race to be the 
player who achieves power and influence over these new lands. 

Features :- 9 different start positions; load and save; 2 to 4 players (human or 
computer); 19 difficulty levels; 4 seasons; Governors, Admirals, Commanders 
and Generals to command; infantry, cavalry, artillery, engineers, naval fleets, 
colonists and much much more!!! 

$59.95 IBM, Amiga (Imb) 


1991 Raw Eni^inmenf Inc All producH and corporofe idenMtes are trodemarki 
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Profile by Steven Newburg 


W e at Simulations Canada cut our teeth on 
Avalon Hill board games (didn’t everyone?). 
In fact» those long ago ads of ‘You now com¬ 
mand...* are in some ways at the heart of our design 
goals. Board games never really even came close. Far too 
much information (of almost all types) was directly avail¬ 
able to the player. The strategic board games, if they 
were simple, came closest to the viewpoint of the com¬ 
mander of a nation at war or a grand alliance. But the 
tendency of boardgames to get more complex over the 
years soon destroyed that. And the much more common 
(and more popular) operational and tactical level board 
games were always totally unreal. 

When we started doing board games back in the mid 
seventies, we thought that could be corrected to some 
degree, though no one here ever felt board games could 
be brought to a level of true command viewpoint simula¬ 
tion. 

For 10 years, SimCan produced a line of very differ¬ 
ent board games that some people liked a lot, and many 
people disliked intensely. But we made money, had fun 
and produced some good stuff. Then the personal com¬ 
puter came along. 


Simulations Canada's history of wargames 


Naval Battles 

1939-1944 (now out of 

Battle Tank: Kursk to 


print) 

Berlin 

Seventh Fleet 

Battle of the Atlantic 

Moscow Campaign 

Fifth Eskadra 

Grand Fleet 

Stalingrad Campaign 

Pacific Storm: The 
midway campaign 


Kursk campaign 

Pacific Storm: The 

Land Battles 

Sieg in Afrika (out of 

Solomons campaign 


print) 

Malta storm 

Middle East. 

Rommel at Gazala 

Long Lance 

Main Battle tank: North 
Germany, 

Rommel at El 

Alamein. 

In harm’s way 

Main Battle Tank: 

Fall Gelb 

Kriegsmarine 

Central Germany 

Golan Front 

Operation Overlord 

Fleet med 



To the Rhine 

The Ocean Lifeline. 

Battle Tank: Barbarossa 
to Stalingrad 



In moderation 

With the computer to moderate information flow and 
decision points (since it could know all of the rules and 
interaction while the player need not), actual viewpoint for 
command would become possible to simulate. We jumped 
into computer simulation very early, and again, with a 
rather different form of game. 

Most of the companies that went into computer games 
really did only one thing. They provided a computer oppo¬ 
nent for (usually) one side or (occasionally) both. In almost 
all other respects, the games remained board games in 
design scope, content, and production. The map was likely 
on the screen, as were the playing pieces, and the games 
tended to be rather simple because most effort had to go 
toward producing those screen graphics; but otherwise, it 
was pretty much like playing a board game. 

In one way this was very good, because it provided an 
easy transition for board gamers. In another way, it was 
very bad (from our viewpoint), since it did not produce 
enough difference to get players to think any differently. 
We originally thought that all this would change over time, 
as the companies got the idea of what they could do with 
the computer. Well, we were wrong. It has been over a 
decade since the first personal computer wargame simula¬ 
tions came out, and a vast majority of the current crop are 
still pretty much computerized board games. There has 
been a bit of movement on limited intelligence on oppos¬ 
ing forces, but not much. The combat resolution systems 
themselves have got a bit better, but again, most are still 
fairly simple and are displayed in the rules booklet, so a 
plan can be worked out in advance. The graphics and user 
interfaces are a lot better. Most of the effort has gone into 
this department, with the result that computer opponents 
are still only marginally intelligent. 

The eyes have it 

It is a bit of an irony that most early reviews tended to 
think of our computer games as ‘computerized board 
games,* because we continued to include printed maps and 
playing pieces, while the real computerized board games, 
those from SSI and such, were thought of more often as 
computer games. 

We decided from the first, that what we wanted was to 
get that true command viewpoint from the old Avalon Hill 
ad. So, we organized the design of each game around a 
particular set of eyes. That may be those of the Battalion 
or Regiment commander of a WWII formation such as in 
Battle Tank: Barbarossa to Stalingrad, or those of the 
Commander of Forces, South Russia as in Stalingrad 
Campaign. 

With this in mind, all information must be limited to 
produce a viewpoint, and decision points must also be 
limited to reflect the abilities of the command position 
depicted. This means we cannot hand over for examination 
the resolution systems, the sighting systems, the data col¬ 
lection systems, the countermeasures' interfaces, or even 
complete data on forces, for the viewpoint depicted, would 
not know these things. No one around here expects to get 
rich doing our type of simulation, nor do we expect to 
become famous. But we are having fxin... □ 

Steven Ney^'burg is the CEO at Simulations Canada 
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BRAVO ROMEO DELTA 
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TARGET CLASS: STRATEGIC DEFENSES 
FUSHKINO ABH RADAR 
TARGET STATUS: ACTIVE 
HEATHER: BLIZ2ARD 

HARDNESS: IB FSI 

LOCATION: SS.eeDEG. N. LATITUDE 
37.44DEG. E. LONGITUDE 
ABH DEFENSES: ABH-IB GALOSH 
BACKGROUND RADIATION: UNDETERHINED 


ATTENTION... THIS IS NOT A DRILL! 


During a major Soviet naval exercise, 
50% of the ballistic missile subs are 
deployed to sea and a limited nuclear 
strike is launched on American targets 
At 3:58AM NORAD 
picks up the first 
incoming nuclear 
warheads, targeted 
for US Air Bases, 
and with less than 6 
minutes to impact. 


powers use or threaten to use military 
force, including nuclear weapons on a 
scale restricted enough to avoid 
precipitating a general war. 


SS-iH The lurvicsu most jx'wcrfu! 
ICBM ever built. ihc^SS*l8 is a two 
sta^e, liquid propelled *he:ivv ntissile. 
Available with ciilii;r a single, htghly 
accurate, high yield warhead, or lO 
MIRV- (multiple indc|>cndenily luivoted 
ix'cntry vehicles, the IVitlagon claims 
that the SS*l8 Wits ">{>i:cirically 
designed to attack and dsuoy ICBM 
silos and otluf hard targets" in the USA. 


As the Chief Target 
Planner at the Strategic Air Command, 
it is your responsibility to launch a 
limited second strike. The targets 
selected should demonstrate the 
resolve of your political leadership, 
while not escalating the conflict. 

Defined by the Federal Preparedness 
Agency (FPA), a controlled conflict is, 
in part, one in which the contending 


This concept of Esca¬ 
lation Control is the 
strategic policy em¬ 
bodied in the Presi¬ 
dential Directive 59 
(PD-59) which states 
that the U.S should be 
able 

to initiate the limit¬ 
ed or selected use of 
strategic nuclear 
weapons, and to 
control the escala¬ 
tion process in such 
a way that democ¬ 
racy would continue 
to "prevail" in the 
post-war world. 


Singli* Shot Kill Pi«!>abi!ll> (r-rdV; 
Clivoii ■■ warhead yield (Y) it- kiloions, 
aa em acy in mclcrN, aiul largci blast -uird- 
ivas:^ <H)ll'*' lYlltnviug equaaon 
i’- Used; 

SSIV ^ 1-10.5)' 

Whciv X cur. range Irom: 

\ = (IMOY I/-' / Accunicy )= 
for M)ri targets (0-50 PSI hanlncss) to 

I'or haixi target^ I'av cr iOOt) !':0) 


Bomber Bases, and provides you with 
all tactical warning and attack asse- 
ment complements of NORAD. This 
is a real-time simulation, with no 
punches pulled. 

When you’ve perfected the US strategy 
you can switch sides and become the 
Commander of the Strategic Rocket 
Forces for the U.S.S.R. Within the 
same scenario, you must prepare to 
respond to the American counterstrike, 
while adhering to the 
Soviet nuclear target¬ 
ing strategy, and shift¬ 
ing the CoF (Corela¬ 
tion of Forces) in 
favor if the U.S.S.R. 


Bravo Romeo Delta 
has a suggested retail 
price of $59.95. 

Available for Amiga and MS-DOS 


More than 80 percem of Soviet ICBMs, carrying moa* Uiun 05 
peivent of the Soviet ICBM-based warheads aai ready to be 
launched w ithin minutes from their day-io-dny alcil status. 30 to 40 
percent of Soviet SSBNs arc on day-to-day alert, with roughly 20 
percent of Soviet SSBNs on station at any given time to launch 
retaliatory .strikes. Potapt)v, I.N. Nauchno-tckhichcs kiy progress 
i'tlot (Voyenizdai. 1977) p. 129 

{f inm the Brtivo Romeo Delta Notts) 


The implementation of PD- 
59 is your job. Bravo 
Romeo Delta gives you 
complete command of U.S. 
Strategic forces, including 
ICBMs, SLBMs, SSBNs, 


f.,u 

Software ^ 


Free Spirit Software 
720 Sycamore St 
Columbus, IN 47201 
(812)376-9964 
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Preview by Peter T Szymonik 


Designed by 

James F Dunnigan and 
Alfred A Nofi 

Programmed by 

Daniel Masterson 

Systems 

All computer types 

Cost: 

$6/hour on the GENie 
Network 

Scheduled Release 
date 

October 1. 1992 


O n-line multi-player games are hot and the GEnie 
network has always had some of the best games 
available on any network. What are these games 
like? Imagine a number of PCs networked together, all 
playing the same game. The actions of one player directly 
affect what another player sees on his screen. For instance, 
in the on-line game Air Warrior, the player takes to the 
skies in a fighter plane and shoots enemy aircraft out of 
the sky. The difference is that those enemy planes are 
actually other players who are logged into the network and 
playing the same game! 

Until recently most of these on-line games were drab, 
text-only affairs. Now GEnie is offering sophisticated 
‘front-end’ programs for its on-line games that turn the 
text screen information into a colorful and realistic game 
screen that parallels off the shelf computer game pro¬ 
grams. Most of these multi-player on-line games have 
been either flight simulators (ie Air Warrior) or role- 
playing games (ie Gemstone), but GEnie is set to release 
something completely different. 

Hundred Years War (HYW) is a new multi-player 





LBEQE! 


lAlMAUfMT 




on-line game designed by two very well known board 
wargame designers, namely, Jim Dunnigan and A1 Nofi. 
They have teamed up with master programmer Dan 
Masterson to create what may be the most complex, yet 
completely playable computer simulation ever designed. 
Hundred Years War is unique in that it is a wargame, a 
simulator and a role playing game, all in one. 

Alio‘alio 

The game is set in 14th century Europe just before the 
outbreak of the Hundred Years War between France and 
England. The game scale is 90 historical days to one day 
of real playing time, so playing the game from start to 
finish will take about 4(X) days to complete. Each player in 
the game is assigned an actual historical figure, a family to 
raise and care for, and a number of fiefs to manage for 
God and country. There can be up to 306 players in one 
game and the .system allows multiple games to be run at 
the same time. 

The detail in this game is amazing. Rumor has it that 
the actual game itself was designed way back in the late 
1970’s, but that no computer existed at the time powerful 
enough to run it. Apart from the 306 player moderated 
historical figures in the game, there are also over 6,000 
non-player-characters (NPCs) that can be hired by the 
players to help run the family estate or as traveling com¬ 
panions. These NEC’s include such noted personalities as 
Joan of Arc and Robin Hood. 

Jousting for position 

As in any well designed Role-Playing-Game (RPG) 
each individual player character and NPC is rated accord¬ 
ing to a number of personal characteristics. These include 
leadership, drunkenness, legal skills, jousting skills, de¬ 
bauchery, etc. Every one of the hundreds of individual fiefs 
is al.so rated according to population, fortification and 
military strength, language, chance of rebellion, and a 
number of other statistics. A 4.5' x 2.5' map (see illustra¬ 
tion opposite) representing the playing area can either be 
ordered by mail for $5, or downloaded from the Hundred 
Years War file libraries. The map stretches from Scotland 
to Spain and from the Atlantic Ocean to the western part 
of Italy. 

One especially interesting aspect of the game is that the 
player can ‘clone’ himself by getting married and having 
children. Should the player’s character die of disease, a 
hunting accident, or in combat, the player automatically 
assumes the role of the next of kin, be it the character’s 
wife or one of his children. 

Travel itinerary 

The game it.self can be mastered in about a day or two. 
The game is entirely menu driven. Family affairs, house¬ 
hold affairs, financial affairs, and the like are all available 
as sub-menus from the Personal Options menu. Armies 
and fleets can be raised using the Army management 
menu, etc. 

The only exception to this is the Travel menu. After 
selecting this option, a graphical display made up of text 
appears on the screen showing the player his present posi¬ 
tion on the map and neighboring fiefs (ie if the player is 
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The Pacific Solomons 1942. Setting for a series of naval confrontations, thot would 
change the course of World Wartt. And the setting for the first in a new - r 


series of spectacular Pacific War simulations from MicroProse. jjlHIIIIIIIIIIIlHM 

Task Force 1942 is your chance to command a fleet of destroyers, 
cruisers, and battleships against aggressive enemy forces in the 
South Pacific. 

No detail has been overlooked in this painstakingly researched 
simulation. Torpedo wakes. Thrilling night combat. Blinding explosions. 

Flares. Even harsh weather conditions. All presented in 
breathtaking realism. 

Issue commands to ships and convoys. Fire torpedos into enemy 
backsides. Control crucial battle positions. Shell enemy targets. 

Confront enerrjy ships head-on. And. if you choose, lead the Japanese forces Into battle. 

Task Force 1942 from MicroProse. It's the on/y way to experience the thrills, and risks...of naval 
combat in World War II. To order, visit your nearest retailer or call 1 -800-879-PLAY. Call today 


roc*n: 


IBT) lnVrrfro»»l Uivo. Ilurti Vulloy. Moryland ?\030-9?A^ 

' 199? MK^roHrosG SoftwafG. Inc All PK/HIS r/FStPVf D 
For IBM'PC/landy/compotibles. 


SURFACE NAVAL ACTION IN THE SOUTH PACIFIC 


Reader Service No 5 
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located in Swansea, that will be displayed at the center of 
the screen with the option to move to a neighboring fief, 
for instance, hit 2 to move Cray which will be displayed in 
the upper right hand comer of the screen.) 

A graphical front-end for HYW is slated for release 
sometime next year, but the current menu system is more 
than adequate. 

A detailed glossary, rulebook, and various playing aids 
can also be downloaded from the HYW file libraries. 
These explain every option in detail and a quick read of 
these will allow the player to get up and running in the 
game in a short period of time. 

Should the player get stuck along the way, there is also 
help to be found in the HYW Roundtable, a message area 
where players can exchange information and write letters 
to their King and the Pope. 

HYW also has a conference area on GENie. This acts 
like a nationwide conference area with one important 
twist, the conference is set up as a medieval tavern. Play¬ 
ers can enter the conference using their character’s per¬ 
sona and enjoy a round of ale, they can play medieval 
games, or engage in a ballroom brawl! 

Pope of peace 

No noble is an island in this game. As a member of the 
French or English Royal House, the player is likely to be 
asked to run certain errands for the King (one player from 


each side is elected and appointed to play the role of King 
Edward III or King Phillippe of France at the start of the 
game.) The King can appoint a player manager of his 
select fiefs, or the King can assign a player a Royal Title, 
such as Warden of the Northern Marches or Lord High 
Admiral. Once appointed to these positions, the player has 
added responsibilities, be it defending England from Scot¬ 
tish raids or defending the Coast of France from English 
fleets. 

Once the actual war breaks out, the real fun begins. 
Now players are no longer simply fief managers, they have 
to raise armies and defend their lands from foreign invad¬ 
ers. 

The player assumes the role of a military commander 
marching under the flag of England or France. Enemy fiefs 
can be raided, pillaged, sieged, and keeps can be stormed 
and captives taken (the opposing player’s NPCs.) These 
can be tortured, ransomed, or executed outright as the 
player sees fit. But such dastardly actions do have a price. 
There is a sort of Gamesmaster ‘Pope’ overseeing the 
game and if he feels that a player is acting outside of 
God’s will, the player can be excommunicated. 

The game is won by tallying points scored by the play¬ 
ers. Players are rewarded for successfully storming enemy 
castles and for successful fief management. But the real 
reward here is being involved in a game where the player 
I is competing against other real people. See you in 
Camelot! □ 



Tackle The Best 

Computer Football like you’ve never seen it! 

Explore the exciting and physical world of professional football at 
its finest. Turn on the heat with an offensive attack that showcases 
your best personnel, then dare your opponent to get through a 
defense that blitzes and stunts at every opportunity. Play up to 
fourteen games at the same time as you 
coach your team to the Super Bowl! AN ALL NEW! 

The PREMIUM EDITION includes: CHALLENGE 

• All 28 NFL teams 

• Sophisticated Offensive and Defensive playbooks 

• Best simulation model available - includes the Run & Shoot! 

• External Stats Compiler and full League Support 

• Digitized Sound Effects 

• Choice of Human or Computer opponent 

• Weather conditions, multiple game injuries, and much more! 

NFL C'hallenge™ PREMIUM EDITION sets the standard all 
computer football games are measured against! TAKE THE 
CHALLENGE ... Grab your playbook and HIT THE HELD! 


©1992 XOR CORPORATION 


HOW TO ORDER: 

Available wherever great computer games are sold, 
or call: 1 - 800 - 635-2425 

Mon-Fri, 9am-4:3()pm CST - with VISA/MC/AMEX 
Requires VGA graphics, 640K and a Hard Drive 
Apple Macintosh version available soon. 


Reader Service No. 83 
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Pilot 42,000 tons of stool 
with big guns blazing! 





W hen you want 
an advanced 
simulator 
with real power, play 
GREAT NAVAL BAHLES™: 

North Atlantic 1939-43. 

Its state-of-the-art 
graphics and animation 

put you on the bridge of the great German or British battle¬ 
ships and cruisers of World War II. 

Choose the CAPTAIN’S VIEW and steer majestic ships like 
the HMS Hood] go to full power and watch the action 

on the screen as 42,000 
tons of steel respond to 
your command. Listen 
as dramatic sound 
effects re-create the 
roar of guns as you fire 
them. Watch the shells 
splash in the distance 
or explode on target. 

See the flash of 
enemy guns and feel your 
ship vibrate as she’s hit. 
Take command even 
through the toughest 
North Atlantic storms! 

You can also watch 
the action from 

the FLEET VIEW, an eagle’s-eye look of the individual 
ships of a task force, or the GRAND ADMIRAL VIEW, 
a strategic display of your entire navy and all visible 
enemy vessels on a map of the North Atlantic. 

Fight the entire campaign, mini-campaigns or 
individual battles as the British navy seeks to protect 

her transport 
ships from German 
predators. All the action 
happens in real time or 
you can compress the 
scale. There’s even an 
instant replay feature. 






This advanced simulator 
also boasts the dedicated attention to historical 
accuracy and detail for which SSI is renowned: extensive 
online ship data and specifications: detailed damage report by 

deck; even stunning cinematics 
to heighten the historical drama. 

GREAT NAVAL BATHES. 

AwttfMM skiKiMtr, 

iRcradiblu gfcwrftiWwi. 

TO ORDER: Visit your retailer or call 
1-800-245-4525 (in USA & Canada) 
with VISA or MC. 

To receive SSI’s complete product 
catalog, send $1.00 to: SSI. 675 Almanor 
Ave., Suite 201, Sunnyvale, CA 94086. 
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M any PC users view UNIX systems, and espe 
cially mainframe UNIX systems, as cumber 
some, slow machines featuring a cryptic text 
based interface that only computer wizards could under¬ 
stand. Some might even look down on UNIX systems, 
admitting that they are fine for large projects but could 
never measure up to the ease of a PC with a graphical 
interface. 

But the UNIX world has a quiet secret, one that belies the 
image many people have of it. UNIX gained a graphical 
interface years ago, long before PCs had Microsoft Win¬ 
dows. The UNIX world had a long hi.story of groups of 
programmers working on large projects together. Most 
UNIX systems were already networked when PC machines 
didn’t know' the meaning of the word. And when not bur¬ 
dened by a high number of users, UNIX machines often 
outperform their PC counterparts by a huge margin. All of 
these factors combined to create an environment that al¬ 
lowed creation of games, yes games, with features and 
playability that would put the best PC programs to shame, 
and most of them are free. Xconq is just such a game. 


Golden empire 


Designed by 

Stanley T. Shebs and 
John Bradley 
Shareware 

Systems 

Unix running X 
Windows 

Supports 

16 color and mono 
graphics. 

Players 

1-8 

Availability 

Access to a Unix 
machine that is 
connected to the 
Internet; a huge 
international network of 
computers. 


On the face of it Xconq most closely resembles the 
famed Empire game, which also had its origins in the 
mainframe world. But Xconq offers a wealth of features 
far beyond what Empire did; and after years of develop¬ 
ment now only superficially resembles its old counterpart. 
One of the most interesting of those features is that 
Xconq is totally configurable - while maps can be gener¬ 
ated randomly with conventional units (armor, infantry, 
etc.) just like in F^mpire, users can also create their own 
‘period’ files that range everywhere from prehistoric com¬ 
bat (with Neanderthal tribes and woolly mammoths) to 
futuri.stic combat using spaceships. 

When invoked, Xconq brings up a large window which 
has within it several sub windows. The most important, 
and largest of these, is the map window, which displays 
the explored terrain in hexagons, much like traditional war 
games. Unexplored areas are simply black. A smaller 
window to the lower right displays a shrunk down world¬ 
view of the entire map. 

Keep on the grass 

Other displays are for a variety of information. To the 
right of the map is a set of icons showing the different 
types of units, how many of them exist, and how many are 
in production. To the upper right is a list of all the players, 
and who they are allied with (indicated by a common 
color). Depending on the scenario several players can join 
in; games of up to eight players are not unusual. Directly 


above the map are two important windows; one shows 
vital information for the current unit, and the other is 
where messages from the game are displayed. 

Turns are divided six phases: spy, disaster, build, sup¬ 
ply, movement, and consumption. Each can have various 
results depending on the period configuration. Movement 
is where player interaction takes place and is also where 
combat will occur (when two opposing units move into the 
same space). Consumption is the last pha.se, and is where 
any deplenishable resources that the unit uses will be 
reduced. This creates a whole level of complexity beyond 
the standard Empire type game, as care must be taken to 
keep a unit near where it can resupply (for instance, infan¬ 
try must be near grassland to get food) or it will be lost. 

Morale factor 

Another important feature that affects strategy is that 
units have morale and there is a chance they will revolt or 
surrender if it is poor. Morale is reduced when a unit is 
low on resources and especially when it is surrounded 
(often a problem with sea or space units). If units revolt 
they return to whichever alignment they originated from - 
that is, if the city they came from is an enemy that has 
since been captured, they will become an enemy unit. 

Surrender requires that units be present from the oppo¬ 
site side to surrender too. An Xconq game ends when any 



of a variety of victory conditions have been met, set from 
the period file. Usually this means eradication of one side 
or another. 


After the entire game is over the last player alive can 
end the game with a keystroke, and Xconq will save a 
statistical file that describes by turn what happened during 
the game, useful for diagnosing the reasons for victory or 
defeat. Although usually played as a multi player game, 
the computer opponent will offer the sole player a tough 
challenge. This, and the configurable game system means 
that in short, Xconq is, xcellent. □ 


Notes: review^ based on version 5.05. Xonq requires UNIX 
(either BSD or System V variants), a C compiler, and the 
X Windows system from MIT, revision 3 or later. Com¬ 
piled code requires about I MB of hard drive space, mini¬ 
mum memory would be SMB for most platforms. A display 
of800X600 or better is highly recommended. 


36 


Strategy Plus 


















The hordes approach! Is the 
moat full? Are the archers on the 
battlements? Is the drawbridge 
raised? Are the cellars fbll of 
food and water? Are there plenty 
of bandages and splints? Are 
the cauldrons of oil boiling atop 
the towers? Can your castle 
withstand the Siege?? 


Mindcraft presents: Siege. Finally, a strategic 
simulation of pulse pounding, thought provoking 
medieval style castle assault. 

Historical and Fantasical elements combine to 
challenge your leadership with a never-ending 
variety of contests and dilemmas. Do your knights 
sortie against the rabble outside your gates? Can 
your spies learn the enemy’s plans in the dead of 
night, and return to tell the tale? Is your wizard 
still strong enough to shroud the enemy camp in 
sheets of flame to halt their progress? 


S/ege gives you four castles to attack and defend. 
You can’t do it all yourself; you must depend on 
your vassals and their troops, each with his or her 
own abilities and skills. 

Attack or defend in any one-castle scenario, then 
test your mettle in extended campaigns to prove 
your mastery of the art of Siege. Or design your 
own scenarios. What if Highrock Fortress were 
held by trolls, or Usk’hem Gart by elves? More 
castles, more scenarios, and more campaigns are 
on their way from Mindcraft. 


♦ MINDCRAFT 


2291 2()5th Slreet, Suite 201, Torrance, CA 90501 

Actual screen photos from the IBM VGA version. 
Reader Service No. 10 




The infamous Japanese attack on Pearl Harbor plunged half the world into 
war. Re-enact the six, crucial carrier battles from that awesome conflict... 
Pearl Harbor . Coral Sea. Midway . Eastern Solomons . Santa Cruz , and the 
Great Marianas Turkey Shoot ! Carriers at War is, graphically and 
technically, a superb simulation of World War II air/naval operations. Your 
task is to seek out and destroy enemy carriers, fleets and air forces... 
before they can do the same to you! The intensity and uncertainty of carrier 
battles is brought vividly to life. Hundreds of ships and aircraft are 
individually modeled, while the natural and intuitive interface makes giving 
orders easy. 


Strategic Studies Group 
8348 Monticello Dr 
Pensicola, FL 32514 
Tel: 904 494 9373 
Available for IBM compatibles: 
Requires 640K, Hard disk drive, 
EGA or VGA, Supports Adlib & 
SoundBlaster Cards, Mouse or 
Keyboard, Available soon 
5 1/4" or 3 1/2" $59.95 
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T he largest war fought in this hemisphere was the 
American Civil War, a conflict that left behind it 
thousands of casualties, burnt cities and almost 
tore a nation in two. The war, however, generated not only 
destruction but also considerable lore surrounding the 
personalities of the leaders and the lives of the regular 
soldiers. What makes the war interesting to the wargamer 
is not only the larger than life personalities, but the fact 
that the war lay between the old horse and musket period 
and the dawn of the age of ‘factory wars’. The early battles 
would have been familiar to a Napoleonic general, but by 
the time Petersberg, Virginia was besieged, the battle 
landscape resembled the trench warfare of World War 1. 

We at Adanac Command Systems, in our decision to 
produce a simulation of this conflict, have attempted to 
bring to the player not only a regular wargame but have 
included several features that should provide him or her 
with a feel for the period. Wargames, whether cardboard 
or silicon, in many cases provide the standard map and 
counters but fail to convey to the player the war itself. 
Many games could be pretty much any period, if s just a 
matter of changing the unit designations. Our first release. 
The Road From Sumter to Appomattox, 1861-1865, has 
been designed to avoid this problem. 

Against all odds 

The simulation itself covers the war in two different 
scales. We chose to do this, as otherwise the very impor¬ 
tant eastern theatre would be too small to allow for the 
strategies of the period to take shape. On the other hand if 
the western theatre were at the same scale as the eastern, 
the memory limits of our computers would have to be 
enormous to fit the necessary maps. The end result allows 
for lots of maneuver room in both theatres without anyone 
having to spend several hundred dollars on memory up¬ 
grades. The time scale of the game is the same throughout, 
ticking by in 4 hour pulses and allowing for the player, 
acting as the commander in chief of either side, to enter 
orders at any time. 

The game contains over a hundred individually named 
and rated leaders that bring different skills to their tasks. 
General McLellan is not simply a General Lee with less 
initiative and imagination, in fact his ability to inspire 
confidence and trust in his troops is unequalled on the 
Union side. On the other hand. General Grant’s inability 
to accept defeat makes him a decisive leader when a 
player needs someone that will push on despite the odds. 
The names of these leaders are used to add personality to 
the armies, corps and divisions of the game, personality 
that cannot be generated by ‘unit number 7’. 

The graphics in the game are many and varied, no hex- 
maps here. The colorful maps and units were designed to 
provide not only the functionality expected of a wargame 
but to be pleasing to the eye as well, being as the player is 
going to be spending a lot of time looking at them. News¬ 
paper headlines, using the historical font of each paper, 
provide information on key events. Finally, period photo¬ 
graphs are used to provide the player with historical infor¬ 
mation on weapons, battles and personalities. The game 
itself is full of scenarios that take into account the limited 
time available to many players while still allowing for 
those who don’t mind spending a weekend playing the full 
campaign. There are several possible entry dates to the 
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Design notes by Laura Williams 


campaign, each can be played through to the end of the 
war or instead to the end of the period of interest to the 
player. 

Tactical battles, putting the player in the role of an 
army commander, are included covering Gettysburg, 
Antietam, Shiloh and Chickamauga. The tactical combat 
system is included as an option within the campaign and 
as a stand alone game. A full scenario editor has also been 
provided, allowing players to design their own games or 
modify those provided. The system puts players in the role 
of a battle commander and concentrates on being a fast, 
challenging study of Civil War combat that players can 
have some fun with. 

Overall, the game gives the player a lot to do as deci¬ 
sions covering ail facets of the war effort have to be made, 
from leader promotions and dismissals to running the 
production system. Other features such as railroads, naval 
operations, a very complete supply system, international 
and state politics imd the 1864 election are all part of what 
we hope gamers will find to be an exciting simulation. □ 


The Road From Sumter to Appomattox, 1861-1865 
will he published by Adanac Command Systems this fall 
for the PC and Amiga 
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WAR 

DOWN 



The SSG story by Gregor Whiley 


S trategic Studies Group is an all Australian game 
company, founded in Sydney in 1982 by Roger 
Keating and Ian Trout. It has been producing 
I games for personal computers since that time. Roger had 
previously programmed a string of successful games for 
I the US game company Strategic Simulations Inc, while Ian 
was proprietor of the famous Napoleons Military 
Bookshop in Sydney. Roger and Ian’s first game together 
as SSG was Reach For The Stars, a now-classic game of 
space colonization and conquest, released in 1983. Reach 
For The Stars was also the first SSG game to be ported to 
16 bit machines. 


Carrier struck 

The next creation from the Keating/Trout team was 
Carriers at War, released for the Apple II and C-64 in 
1984. This game has now been completely rewritten to 
suit the capabilities of the latest IBM hardware. It will 
feature high-res VGA graphics, animated combat reports, 
mouse based interface and sound board support. The game 
itself has been greatly expanded, and now simulates ships, 
planes and combat in much greater detail. It also features 
WarRoom, SSG’s new intelligence system. 

After the first Carriers at War came Europe Ablaze, 
a simulation of the air war over Europe, released in 1985. ‘ 
This game also has its devotees; but while it can be said ! 

that CAW just fitted into 64K, Europe Ablaze Just didn’t. ' 
Controlling the RAF during the Battle of Britain is still 
probably the toughest Job SSG ever programmed, but the 
game couldn’t give quite enough feedback to make it a j 
totally successful process. 

Next to see the light of day, in 1986, was the legendary 
Battlefront. the first game in what was to become a long 
and successful series. For a system originally intended 
only to cover WWII land battles with a maximum of three 
divisions per side, Battlefront has proved remarkably 
flexible in both the periods and the scale of the battles 
simulated. 

A large number of scenarios for the Battlefront system 
have appeared in Run 5, SSG’s own gaming magazine. First 
published in 1985, the seventeen issues published to date 
contain extra scenarios for SSG’s game systems, historical 
articles, reviews of selected games and other useful info. 


Road to Moscow 

In 1987, SSG felt duty bound to make the long advance 
on Moscow, and released Russia for Apple II and C-64. 
Any strategic Russian Front game must handle extremes of 
material, space and time. Russia did very well with the 
first two factors, but was not perfect on the last, neverthe¬ 
less it was still a very popular game. Etespite a mountain 
of requests, some promises and a few false starts, SSG has 
not released a 16 bit game on the subject. Neither Napo¬ 
leon or Hitler could resist the lure of capturing Moscow. 
How long SSG can hold out remains to be seen. 

1987 also saw the start of another pilgrimage with the 
release of Decisive Battles of the American Civil War, 
Volume One for the Apple 11 and C-64. The Decisive 
Battles system was a very accurate simulation of the prob¬ 
lems facing a Lee or Grant on the field of battle. Forma¬ 
tions could be out of communications, and sometimes did 
the wrong thing. Personal intervention was the way to get 
things done, but even Lee could not be everywhere at 
once. Worse still, even a General could get shot if he be¬ 
came too heroic too close to the action! 

Colonial conquest 

Gold of the Americas, first published on IBM in 1989, 
was in some ways a return to the RETS style of games. 
Players are one of the four colonial powers, England, 
France, Spain or Portugal, ruthlessly contending for su¬ 
premacy in the New World. Although it roughly followed 
history, emphasis was on game play and flavor. Most 
gamers exhibit a (well adjusted) streak of megalomania, 
and the prospect of founding an empire, whether in space 



or the New World, has always appealed. 

SSG’s most recent release is Warlords, an epic fan¬ 
tasy/strategy game for eight players. Warlords has been 
runaway success, appealing equally to the hard core war- 


gamer, general strategy gamers and role-players. War¬ 
lords was voted Wargame of the Year by Computer Gam¬ 
ing World Magazine, and Strategy Game of the Year by 
Strategy Plus magazine. The IBM and Amiga versions 
were released in 1991, followed by the Mac in 1992. 

SSG is not making any official pronouncements on 
their future releases after Carriers at War at this stage, 
though there are some straws in the wind. But a game as 
successful as Warlords surely demands some sort of 
sequel, doesn’t it? □ 

Gregor Whiley is the General Manager at SSG 
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Design notes by James F Dunnigan 


V ictory at Sea is a game on naval warfare in the 
Pacific during World War II. In effect, it’s a 
strategic game of the entire war in the Pacific 
with the option to drop down at any time and fight it out 
ship to ship (or, more likely, aircraft to ship). It’s the first 
of a series of games. Additional disks will be published 
later to cover other theatres of the World War II naval war. 
The following are notes on the game specifications submit¬ 
ted to Three Sixty Pacific at an early stage of development. 

The Map Displays 


This article is an edited 
extract from The 
Wargames Handbook, 
to be published in 
December, 1992 by 
William Morrow and 
Company. 


At the moment you have a list of ports and instructions 
to scan any Pacific region map into your paint program. 
Then implement latitude and longitude coordinates to 
overlay the posts list onto this map. Because a degree of 
longitude varies as the cosine of latitude, the length of a 
degree of latitude varies from 69 miles at the equator to 
zero at the poles. We don’t go quite that far, but do reach 
two thirds of the way to the north pole (60 degrees 
north), meaning the degree of latitude is under 50 miles 
that far up. 

The map will have to be adjusted. That should be no 
problem as you will have the 140 principal locations listed 
in terms of latitude and longitude. We can supply more as 
needed, although we don’t want to crowd the map. We 
counted over 500 atolls and islands capable of supporting 
some kind of garrison (many at great expense in shipping, 
as even water would have to be brought in to some of the 
drier ones). Some of these were actually garrisoned by the 
Japanese (Tarawa). Once you have the map sorted out 
electronically, send it to me and we’ll indicate the atoll 
clusters. 1 thought it better to leave that complication for 
last. It will make some programmer's life easier. 


Databases 

The databases are complete, although we’ll update 
them right down to the wire as we uncover new stuff. 
Nothing radical, but there’s always something. As all the 
databases are in spreadsheet files, we can put them in any 
form you want for uploading into the source. I do that a lot. 
I don’t like it, but I’ve gotten pretty good at it. 

Algorithms 

Over 95% of the needed algorithms are done. Some of 
the key ones have been tested and proofed using a ‘monte 
carlo system’ I’ve developed. However, it requires a bit of 
coding and screwing around to get them into a format 
where the monte carlo testing will work. You know what 
monte carlo is? If not, it’s a model that tests an algorithm 
or, more often in my case, a series of algorithms over 
thousands of iterations and gives a reliable picture of what 
the system will do over many iterations. 

Artificial Intelligence 

The keys to realistic combat AI are hidden information 
and randomness. If you have that, you can employ quite 
simple routines. As Clauswitz and Sun Tzu point out, even 
simple plans are difficult to execute in combat. 

The Artificial Intelligence data is presented in narrative 
form with the probabilities imbedded in the description of 
the routines. I’m still having some problem with the strate¬ 
gic AI, but nothing that a little more application won’t 
solve. □ 

STIWTEOIC rwp UIEM 



Politics 


nil orders for strategic eop should be auailoble attached to the 
map view 


Implementation 

Sequence 

Strategic Display 
Unit List 

Strategic Movement 
Tactical Display 
Tactical Movement and 
Combat 

Strategic Combat 


Strategic AI 
Tactical AI 
Leadership 
Other 

Program Sequence 

Load main executable 
Player chooses scenario 
option 


Program Initializes scenario 
and begins play 
Player input 
Change production 
Reroute supply 
Movement orders 

Computer Procedures 

Strategic Search 


Tactical Search 
Strategic Move 
Tactical Move 
Strategic (aggregated) 
Combat 

Tactical (detailed) Combat 
Logistics 

Strategy Selection 
Tactics Selection 


Resolution 

One day Strategic 
One Hour Operational 
30 Sec tactical 


Victory at Sea wilt be 
published by Three 
Sixty Pacific in 1993 
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NEW , 
WORLD 
ORDER 



Design notes by Tim Sammons 


I n the 1990’s as Desert Shield turned to Desert Storm, 
the 41st President of the United States, George 
Herbert Bush, announced a New World Order. His 
I call for perestroika on a global scale echoed eerily 
sim i lar words uttered more than half a century ago in a different 
language by a once obscure Austrian painter. 

In the 1930’s, ex-corporal of the army. Chancellor, then 
President of Germany and finally Fuhrer of the thousand 
year Reich, Adolph Schickelgruber, alias Hitler, pro¬ 
claimed his Nazi vision of the New World Order. We all 
know the cost in lives and suffering that Hitler’s New 
World Order wrought on humanity. What is seldom em¬ 
phasized and less well understood, is the degree to which 
all the great leaders of World War II sought to remake the 
world to fit their conflicting images of the past and the 
future. 


Stalin wasn’t stalling 

Churchill struggled to retain the British Empire and to 
reestablish the millennial Pax Britannica in the face of a 
‘lost’ war and the inevitability of anti-colonial nationalism. 

Roosevelt envisaged a democratic, capitalist world, 
peacefully integrated into a global community of prosper¬ 
ous peoples, embracing the free market and free trade 
under the dual aegis of the United Nations and American 
economic power. 

Stalin stopped at nothing to secure the geopolitical 
goals inherited from the Tsars and to ensure the domi¬ 
nance of the Communist Party, both as protector of the 
‘New Socialist Man’ and as the primary instrument of his 
own power. 

Tojo with his declaration of a ‘New Order in Asia’ and 
his conquest of the ‘Greater East Asian Co-Prosperity 
Sphere’, intended to extend the greater glory of the Chry¬ 
santhemum Throne and the Emperor-God; not to mention, 
feed the factories and line the pockets of the ‘Zaibatsu’ 
industrialists. 

Against this panoply of warring visions, the world bled 
and burned for most of six years. Out of the carnage at 
incredible cost, a New World Order, the shape of which no 
one could have predicted, was indeed bom. 

Sometimes the making of Machiavelli Designs Inc’s 
new game. New World Order, feels a little too much like 
trying to fight WWIl all over again: Tough, agonizing 
decisions about what to build in and what to sacrifice to 


the constraining gods of time, money and computer sci¬ 
ence. Bright, strong-willed people battled through seem¬ 
ingly interminable discussions/fights/ over the textures and 
colors for maps; the shapes and sizes of icons; statistical 
models and decision heuristics; and the host of other minu¬ 
tiae that go into making a complex simulation. 

On a role 

New World Order (NWO) is a multi-player, global 
simulation of WWII (1939-1945+) from the perspective of 
the five great war leaders: Germany’s Hitler, Britain’s 
Churchill, the US’s Roosevelt, Japan’s Tojo and the 
USSR’s Stalin. Each player chooses a role and the com¬ 
puter simulates the activities of the remaining leaders. 

NWO makes it easy to create one’s own New World 
Order. All the player has to do is: raise the money; re¬ 
search, develop and produce the weapons; build and main¬ 
tain the infrastructure (roads/rails/etc.); obtain raw materi¬ 
als or synthesize substitutes; grow food and feed the 
people; draft soldiers and build an army; keep the domes¬ 
tic opposition happy or at least quiet; win elections and 
; avoid coups; select generals and advisors; define theatres 
of operation and keep them supplied; define objectives and 
develop military strategies; manage diplomacy to neutral¬ 
ize enemies and acquire allies. This could have turned into 
another unplayable monster game, but the flexibility of the 
design encourages play at a level and detail of play that 
feel ‘right’. 

Knocking socks 

Extending the limits of what is possible on today’s 
microcomputers, our artists and programmers have devel¬ 
oped maps that will, I think it is safe to say, knock socks 
off Our graphics interface allows the toggling of terrain, 
weather, supply status, political/military influence, geo¬ 
graphical features, country boundaries, cities and capitals, 
place names, resources, unit icons and other identifiers. 

! Military equipment buffs will find all major weapons 
I systems detailed by class and model. Using the special 
i weapons subsystem, the player can develop all the same 
advanced weapons actually used during the war, as well as 
research some plausible super weapons possibilities. 

The limited reserves of personal and staff energy must 
be husbanded and expended wisely. As their energy and 
morale decline, staff will perform less and less reliably 
and take longer and longer to complete assigned tasks. 
Military and domestic morale are as critical as one would 
expect with battle results, bomb damage, propaganda, 
sabotage and partisans etc..., all playing a role in increas¬ 
ing the war weariness of the people. If personal energy 
falls too low, available options will be limited and one’s 
leader may get sick or even die. 

Hearts and minds 

NWO has two hearts, seen unseen. The visible heart of 
the game is the complex integration of detailed statistical 
and historical models of national and global economic, 
social, political and military systems. The hidden heart is 
the interweave of A1 engines that drive the computer play¬ 
ers to heights of deviousness and ingenuity. After starting 
the program, the player will be asked to select a scenario 
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and game turn length - from six months to two weeks or, 
let the computer choose a scenario of the appropriate 
length. 

NWO’s game turns are played in four main phases: an 
Economic Planning Session, a Staff Meeting, a Military 
Planning Session and an Action Phase. During the Eco¬ 
nomic Planning session, one can play at the top level by 
simply allocating resources to civilian or military produc¬ 
tion and the computer will make all the necessary micro¬ 
decisions regarding allocations to the various production 
subsystems. Alternatively one can micro-manage any 
combination of civilian economic factors. With Military 
Production, the player can be content with one overall 
allocation or dive into the details. What makes this ap¬ 
proach work is that the computer handles intelligently all 
the ‘little’ decisions. 

Tinker, tailor... 

Staff meetings begin with a review of a personal 
agenda. Various domestic, special interest groups will 
request meetings. Since there won’t be time or energy to 
see every politician, union boss, banker, preacher, busi¬ 
nessman, etc..., who wants an audience, one will have to 
be very selective. In many cases these complainants and 
their problems will spontaneously go away or be solved by 
other government policies, however some problems and 
their spokespersons can only be ignored at one’s peril. 

The player can also request or accept summit confer¬ 
ences with other world leaders to cement alliances, negoti¬ 
ate treaties, sue for peace or seek other diplomatic advan¬ 
tages. This is time to request research studies and detailed 
analyses from the staff. The reliability of this information 
and in fact of almost all the information received during 
the game is dependent on the levels of many related fac¬ 
tors: morale and staff energy; intelligence and covert op¬ 
erations; cryptology; and propaganda. 

During the Military Planning Session, one can, among 
other things, define theatres of operation, appoint or re¬ 
place military commanders, allocate force levels, choose a 
military posture, determine strategy, select invasion sites, 
and set strategic objectives for each theatre. Major victo¬ 
ries or defeats or the completion of current theatre goals 
during the Action Phase will trigger emergency Military 
Planning Sessions. 

In the Action Phase the player receives regular reports 
in the form of Naval Dispatches, Field Reports. Air Mis¬ 
sion Debriefings, Intelligence Reports, and News Flashes 
and Bulletins, and Diplomatic Dispatches etc... When 
critical events occur, zoom in and examine the action more 
closely or take control and meddle with the commander’s 
prerogatives. 


History is funk 

Victory conditions vary considerably by scenario. One 
easy way to balance play is to alter the victory conditions 
to handicap the more experienced player. If the ‘playabil¬ 
ity’ option is turned on, our AI engine will automatically 
adjust game difficulty to the level of each player’s abili¬ 
ties. 

In general, victory is attained by doing at least a little 
better than the historical leaders or by outperforming fel¬ 
low human opponents. Remember, that unlike other com¬ 


puter games and many humans, NWO’s computer players 
will improve as the user get better. Consequently, one will 
have to play close to a ‘best’ game in order to have a good 
chance to win. 


What if? 

Some of the additional modules we are working on for 
1993 include programs to allow the player to create their 
own military commanders, advisors, and diplomats; gener¬ 
ate customized scenarios; and extend the game back to 
1930 so that even more ‘what if options can be explored. 
And who knows, perhaps players can find out how the Old 
World Order could have shaped the present? □ 

New World Order will he published this fall by 
Machiavelli Designs Inc for the PC and will support Super 
VGA and VGA. Other formats will follow. 


'Karsha II SuXov repo (ting as ordered, Sir. 
Comrade Genera I Secretarg Stalin, ST/i/KA 

ningrad Ront." 
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PATRIOT 


Design notes by Rick Banks 


W hen Three-Sixty president Tom Frisina first 

met with the Patriot design team, he presented 
us with what sounded like a straight forward 
mandate: create a land-based version of Harpoon. This is, 
of course, Three-Sixty’s very popular naval warfare simu¬ 
lator. We spent the better part of our first few meetings 
trying to figure out exactly what ‘land-based version of 
Harpoon’ meant. To be sure, high quality, extraordinary 
technical accuracy, and in-depth state-of the-art features 
and interface were crucial elements. But naval warfare and 
ground warfare are very different. We could not just trans¬ 
fer Harpoon to a land-based format. Thus, Patriot be¬ 
came more than a ground war game based on Desert Storm 
- it has become a new, dare we say, a revolutionary, gam¬ 
ing system. A gaming system with new kinds of maps, 
new ways of issuing orders, new ways of displaying status, 
new depths in detail and magnitude, and so much informa¬ 
tion that it takes Super VGA to get it all on screen. 

Hail bloody Mary! 

Patriot’s first battle set encompasses the Gulf War 
theatre. The player can select from several preplanned 
scenarios, including Schwartzkopfs Hail Mary plan, or 
they can design their own. The preplanned .scenarios pro¬ 
vided are viable and interesting alternatives, ranging from 
full-scale scenarios to smaller battles. 

You might wonder, as we did, how the Gulf War could 
be turned into a balanced game. We think we’ve found the 
answer, or rather two different answers. First, assuming 
players chose to play the straight historical campaign sce¬ 
nario, the object of the game is to achieve the coalition's 
objectives as efficiently and with the fewest casualties 
possible. The fact that the coalition victory looked easy is 
largely because the commanders did an outstanding job. 
Players will have to work very hard to do as well. 

Beyond the historic campaign scenario, however, the 
player has considerable latitude to explore some interest¬ 
ing options that raise the level of difficulty. The most basic 
of these is an earlier start option. Players can increase the 
level of difficulty by allocating fewer days of bombing in 
preparation for the ground offensive. On a more sophisti¬ 
cated level, the basic proficiency of Iraqi troop units can be 
edited. The coalition had a big edge in training and soldier 
skills; the program’s edit function allows the player to 
eliminate that edge and examine what could have hap¬ 
pened if the Iraqi forces had been properly trained. 

Taking flight 

Game design is an iterative process. It is difficult to 
pinpoint what led to what, but many of the features in the 


Patriot system evolved from asking hard questions regard¬ 
ing the use of maps and the associated interface. There are 
no hexes in Patriot’s maps. Dividing the world into regu¬ 
lar size chunks has been a convention of convenience in 
board and computer war games for years. But computers 
are more powerful than ever and such compromises are no 
longer necessary. The maps in Patriot are, well, realistic. 

The surface of the world is divided into terrain types 
(yes there are different terrains in a de.sert). The terrain is 
represented by thousands of polygons (many-sided objects 
more commonly associated with flight simulators). On top 
of the terrain are placed objects that a military commander 
would consider significant. Players can zoom in and out 
and scroll around the maps, always finding more detail. 
Because of all the detail, it is easy to get lost, so like real 
maps; the game provides features that locate the area a 
player is examining on a full scale map. Patriot’s maps 
look like the real thing because they are the real thing. 

Maps created and used in this way have a significant 
impact on the entire simulation. Units can be located any¬ 
where and can move in any direction. The time required 
for a unit to move can be accurately and realistically calcu¬ 
lated. Forces can be focused in specific areas and physi¬ 
cally arranged in a realistic manner. 

Desert org 

Another significant que.stion often asked during design 
was what level of command will the player take? Failure 
to answer this question led to a game system that allows 
the player to command at any or all levels. Patriot con¬ 
tains a complete and accurate organizational chart for both 
sides. The player can examine the structure of his entire 
army at any time by examining the chart. 

The organization chart (org chart for short) is extremely 
realistic. Standard NATO symbols are used, although 
alternate .symbols and even text are available The structure 
is drawn using the standard org chan method, and simple 
controls are provided, so that a player can quickly see for 
any unit; its commanding unit, its immediate subordinate 
units, and its parallel units. When you’re trying to deal 
with thousands of units (and Patriot does distinguish 
between line, reserve, and support units), you need this 
kind of system. 

At all times during the game the player has a current 
unit for which relevant information is supplied: strength, 
morale, fatigue, supply, equipment, posture, enemy equip¬ 
ment captured or destroyed, and priority. The player can 
switch from the org chart to the map and see exactly where 
the unit is located and its position relative to commanding 
and subordinate units. The map automatically zooms in or 
out to the required level. Thus, between the map and the 
org chart, the player can obtain all the information about a 
unit that any real commanding officer might have. 

Relics in cardboard 

The most fundamental difference between Patriot and 
most wargames is the sort of control players have over 
their units. In most games, players select a unit and tell it 
which map cells, hexagonal or otherwise, that it will move 
through. Usually it will attack anything encountered along 
the way, or in simpler games, it will stop when it encoun¬ 
ters an enemy unit and then wait for an abstract combat 
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phase in which attacks are resolved. Most of these me¬ 
chanics are relics of board wargames which use map cells 
to regulate position, units are picked up one by one and 
moved. These gaming conventions have absolutely nothing 
to do with how a commander controls units on a battle¬ 
field. 

In the order’s phase, a commander specifies the follow¬ 
ing things about a unit:- 

• Its subordination: players can move battalions from 
one brigade to another, brigades from division to 
division, and divisions from corps to corps. With the 
editing function, the player can even swap compa¬ 
nies between battalions. 

• Its role: players can determine whether the unit is 
deployed on line, behind the lines as a reserve, or in 
front of the main line as a covering force. 

• Its objectives: where the unit is supposed to go, usu¬ 
ally including both an initial and a final objective. 

• Its boundaries: the player specifies the right and left 
flank delineation between its territory and that of its 
neighboring units, from the front line all the way to 
its objective; in other words, its area of operations. 

• Its posture: defend, delay, probe, dismounted attack, 
mounted attack, and so on. 

I Its priority of support: each subordinate unit is ranked in 
descending priority order within its parent unit, from bat¬ 
talions in a brigade all the way up to corps in an army. 
This determines how much supply the unit receives, what 
proportion of artillery and aviation support it gets. 


and what proportion of the command assets are 
dedicated to the unit. 

Company structure 

Orders given to a unit are automatically disseminated 
to all of its subordinates, and in the case of boundary lines 
and priorities, have an effect on any parallel unit. Thus, a 
player can sit and watch a plan unfold. Or a player can 
issue orders where required. Direct the corps, or if a corps 
is in trouble, issue commands to its division. If players so 
choose, they can give orders to every single battalion. 
Might take a while, but it can be done. 

The lowest unit that can be commanded is a battalion; 
the player is free to study its structure by examining the 
nature of the individual companies, including their person¬ 
nel and equipment. Statistics and pictures of over 350 
pieces of equipment can be called up. And if all that’s not 
enough, more than 20 attributes that are used by the battle 
resolution algorithms for each piece of equipment may be 
investigated and edited. This means that the player can 
alter the actual attributes of weapons systems and equip¬ 
ment - weapon performance can be changed based on, for 
example, what was expected instead of actual perfor¬ 
mance. The edit function also means that hypothetical 
performances can be modelled making Patriot, literally, 
the game of the future. □ 

Patriot will be published by Three Sixty Pacific in the 
future (late September as a matter of fact) 
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CARRIER 

STRIKE 


Strategy and tactics by David Bolton 


T o win at Carrier Strike, one needs a complete 
understanding of all the mechanisms involved 
in preparing and sending aircraft on missions. 
The game is won or lost through the use of carriers and 
their aircraft. Other ships are unimportant — it is the 
carriers which count and which must be preserved at all 
costs. In all carrier games (board or computer), the most vital 
tactic of all is just four words long: find the enemy first. 

The actual mechanism of aircraft control is poorly 
explained in the manual though the tutorial compensates 
a little. When aircraft are up on deck, fueled and option¬ 
ally armed (Combat Air Patrol and Search aircraft don’t 
need to be armed) they are sent off in one or more 
flights. There are three types of flights: Search, CAP 
(Combat Air Patrol) and Air Strikes. CAP is when the 
aircraft defend the task force or other task forces. 

Before attacking the enemy with an Air Strike, the 
enemy must be found. To search a full 360 degrees around 
a task force needs 36 aircraft (each covers an arc of 10 
degrees). It’s unusual to need a full 360 degree cover as 
the enemy’s general direction is known in advance — the 
Japanese come from the West. A more realistic number of 
aircraft is 12 covering 120 degrees, and two carriers can 
provide a very effective pattern. In most scenarios where 
task forces are near airfields (Midway, Solomons), the 
numbers can be reduced further as the island air forces 
(Catalinas and Hudsons) have a longer range. 


Searches 

Another point to watch with ship-based searches: 
keep some aircraft in reserve for searching. Searches are 
done as a series of concentric circles starting at the car¬ 
rier. After ten turns, the circles start contracting and the 
reserve aircraft should be already on their way to ensure 
continuous cover as far out as possible. Ten turns is just 
over three hours at twenty minutes per turn. 

All the aircraft types except fighters can be used for 
searching. CAP and Air Strikes. There’s nothing to stop 
fighters searching, but it’s not their best role. In one Mid¬ 
way game, all three US carriers (Enterprise, Yorktown 
and Hornet) were lost due to lack of CAP cover, as half 
the fighters were out searching. A silly mistake but easily 
done. It’s better to use unarmed bomber or fighter 
bomber aircraft; individual aircraft can locate the target 
but won’t attack it. There is a bit of a dilemma in the use 
of fighters. They are intended for both bomber escort duty 
and carrier defence (CAP). If the fighters are kept back, 
then the bombers fly without escorts to the target and 
suffer more losses due to enemy CAP. But if the fighters 
provide escort, then the home carrier’s CAP suffers, and 
that may prove fatal. One way out of this is to keep two or 
more carriers together in the same location or task force 
and use some fighter groups for CAP, others for escort. 

Larger numbers of aircraft in fewer attacks do more 
damage than a larger number of smaller attacks. The 
game allows a strike to be prepared over two turns, with 
up to 150 aircraft sent from different carriers in one 
attack. Each attack is chewed up by the opposing CAP 
and flak, so one attack of 150 aircraft will lose fewer 
aircraft than three attacks of 50. 

If this sounds a bit contrived, it is not. During WWII, 
British mathematicians found that increasing the number 
of ships in convoys actually decreased losses due to 
Uboat activity. When the attacks go in, the results are 
very random and only .seem to score carrier hits on 
roughly one in eight. Although carriers are the main 
target, escort ships will often get attacked instead. 

Fifty or sixty bombers with 5001b or 250Kg bombs or 
torpedoes will nearly always sink an aircraft carrier and 
inflict very severe damage on two carriers. It’s harder for 
the Japanese in this respect. They are forced to do larger 


Carrier Strike is 
designed by Gary 
Grigsby and published 
by SSI. UK distribution 
through US Gold 
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Machiavelli Designs presents the PC version of: 

Nbm; World/Orde^ 



Need an Opponent? Pick One! 


When: World War II (1939-45+). Choose from scenarios or the campaign game. 

Where: Earth - global simulation with multiple zoom levels. Toggle countries, cities and terrain. 

Who: 1 to 5 (smart?) human or intelligent computer players. You select difficulty and complexity. 

What: Realistic, historical simulation of strategic military, diplomatic, economic, political, scientific 

and social factors. Detailed specifications of all msgor weapons and production systems. 

How: As Churchill, Hitler, Roosevelt, Stalin or Tojo, you struggle to shape the future of humanity. 

Can you forge your will into a New World Order? 



Free Service 

Fill out and send 
us this coupon and 
we will match you 
up with gamers in 
your area. This is 
a totally free 
service... just what 
we think the hobby 
needs. 


I wish to be enrolled in MBPs gamers' matching 
service. I release MDI from any liability for providing 
me with this service. (No purchase necessary). 


Signature (we need your release to enroll you) 

I play: □ Historical & Military □ Role playing 
□ Femtasy & Adventure ^ Other:_ 


I want players for: (list games in order of preference) 
L_ 


2 _ 


Name 
Address . 


First 


Middle Initial 


Last 


Street or Post Office Box 


City 


State 


Zip 


Country 


Area code 


Phone 


Please send me_copies of NWO at $59.95 each. 

(California residents add sales tax. We pay shipping.) 

Disk type: 3 5 1/4" □ 3 1/2" □ Check enclosed 

^ Bill my credit card #_ 

□ Visa 3 Master Card Expiration date:_ 

Signature (required for credit card authorization) 


NEW 

Pre-War and 
Cold War 
modules 
coming soon. 


^^nd coupon to: Machiavelli Designs, Inc. 2550 Ninth Street Suite 204, Berkeley, CA 94710 or order by phone (800) 955-4MDI or FAX (510) 486-063^j 


MDI 
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DESIQNS INC. 


New World Order copyright 1992 by Machiavelli Designs. Inc. New World Order trademark 1992 by Machiavelli Designs, Inc. 
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attacks as US flak starts off with a value of 1.1 (against 
the Japanese 0.75) and increases to 1.25 from 1943 on¬ 
wards. Surface combat task forces can be used to divert 
enemy aircraft, but taking them too close to enemy ships 
is a bit risky unless they are superior. 

The campaign 

The Pacific was a gamble for the Japanese and one that 
they lost from the start as they failed to cripple the US 
carrier fleet when they attacked Pearl Hartior. The fleet was 
elsewhere at the time. The Battle of Midway was another 
attempt to destroy the American fleet; the island itself was 
relatively unimportant except for its proximity (1100 miles) 
to Hawaii. The Japanese correctly judged that an attack 
against Midway would draw the inferior US fleet out and 
offered a chance of destroying it 

The scenarios reflect the changing strengths as they 
favor the Japanese at the start; but at the end, the Japanese 
player has a very tough job defending against the US. 

In the campaign game, the Japanese player must destroy 
US carriers as fast as possible. This isn’t helped by the lack 
of Japanese radar at the start. The US gains an edge by the 
extra reinforcements, but during 42 it only has six carri¬ 
ers against the ten Japanese. If these carriers can be 


sunk, the Japanese player will have an easier job later i 

on. One small advantage that the Japanese player has is 
that the prevailing wind seems to be with him. As carri¬ 
ers have to be facing the correct direction for aircraft to 
take off, this is less of a diversion for the Japanese ships ^ 

than the US. Much time was lost redirecting US carriers 
after aircraft have taken off or landed. Automatic com¬ 
puter control of task forces can be enabled but this is 
somewhat inflexible. Sayonara and happy hunting! 

The Scenarios 


Coral Sea 

The Japanese were attempting to capture Port 
Moresby. The first encounter is often made by the US 
forces with a small diversionary force lead by a Japanese 
light carrier. This attempts to draw the US Carriers away 
from the larger Japanese air force. If they follow the 
light carrier, the Japanese get in and score points. 

Midway 

The Japanese gain points by attacking the airfield or 
damaging the carriers. For the US, this is quite a tricky 
scenario (especially if randomized). They won the real 
battle by luckily hitting the Japanese carriers during re¬ 
arming of their aircraft. It is difficult to catch the com¬ 
puter Japanese player in the same mistake! It is consid¬ 
ered that Yamamoto made a bad tactical mistake by 
sending the carriers ahead of the bigger ships. This ‘mis¬ 
take’ is kept in the game. 

Eastern Solomons 

A Japanese landing force, supported by three carriers and 
a significant number of other ships, is trying to land an inva¬ 
sion force at Guadalcanal while opposed by two US carriers 
with a third coming up rapidly. The Japanese have a slight 
edge as this was in 42, but it's so close that skill with carriers 
will be decisive. The later scenarios. Santa Cruz, Torokina, 
and Marianas shift the emphasis from Japanese attack to 
defence against the increasingly stronger US forces. This 
culminates in the massive battle in the Marianas between 
fifteen US carriers and nine Japanese. □ 


Carrier Strike Expansion Disk 

SSI plan to release an expansion disk for Carrier 
Strike, probably in mid-September. This will contain 
five ‘what if scenarios. 

Plan Orange: Pearl Harbor never look place and the 
America Fleet took on Japan immediately. 

Wake Island: the Japanese Fleet were intercepted 
immediately after the Pearl Harbor attack 
Coral Sea: all the US carriers were destroyed in the 
Pearl Harbor attack, but new ships arrived from across 
the Atlantic to do battle. 

(luadalcanal sc'enarios (2): one assumes that there was 
no Battle of Midway, while the other has the Japanese 
digging in and defending Guadalcanal with everything 
they've got. 

All of these can be played as individual scenarios or 
fed into the campaign game which commences in 1947. 


This lakes the view that Japan and the US stayed out of 
World War 11 so that all their forces are intact as the 
battle commences. This scenario will also include some 
ships that were planned but never actually built; the 
Montana class battleships would have been the biggest 
at sea had they been constructed. There will also be 
‘super carriers', capable of Hying larger numbers of 
planes and night fighters. New weaponry will include 
air-to-surface missiles and 4(KK)lb bombs. 

With this scenario disk, SSI plan to include a 1.1 
upgrade to the program to fix some reported bugs. This 
will also be available separately. The scenario disk, 
priced at $29.95 will only be available from SSI. Euro¬ 
pean readers should contact US Gold for infomiation 
about availability. 

Brian Walker 
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The Coffee Break Series^ 

COMPUTER GAMES 

for IBM^ PC & Compatibles 
from Villa Crespo 

1725 McGovern Street • Highland Park, IL 60035 • 708-433-0500 


FUN TO PLAY by yourself or with friends. _ 

ENTERTAINING play for minutes or hours. Addictive! 

EASY TO USE play from diskette or hard disk. 

GREAT GRAPHICS supports most graphics formats. 

AFFORDABLE ...but high quality! _ 

DUAL PACKED 5.25" plus 3.5" disks. 



FORIBMPC&COMBJiaiS 


Look for this 
special display at 
your favorite 
retailer. 


NOT COPY 
PROTECTED 

MADE IN 
U.S.A. 
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STRATEGY 



Catapulting to fame 

by Mike Wood house 



Published by 

Mincicraft 

Des[gnedjiy _ 

Ali AtabekT Larry 
Froistad, Patrick E 
Hughes, James B 
Thomas 

Systems 

PC 

Graphics _ 

256-color VGA graphics 

Supports _ 

Mouse keyboard 
Soundblaster or 
compatible (memory 
over 1 meg used for 
digitized sound effects) 


S lowly, the computer wargame 
is acquiring its own identity. The 
idea of implementing minia¬ 
ture or hex wargames on a computer has 
little merit other than to provide an 
opponent for an otherwise isolated 
gamer. Designers are now beginning to 
look at the unique advantages offered 
by the powerful micros available today 
and are starting to come up with soft¬ 
ware that makes use of them. But we 
are not quite there yet. 

Castle interplay 

As its name suggests. Siege is about 
the taking of castles. There are four 
castles, each having about six scenarios. 
A tutorial scenario, involving limited 
units on each side, is provided. The 
forces of I ight and darkness compete for 
possession. The player has the option of 
being defender or attacker and may 
choose from a broad selection of races. 

The breadth of racial characteristics 
in a fantasy setting allows a variety of 
troop abil ities across each army. Troops 
are divided into three main types: me¬ 
lee, missile and engineers. Units may 
be created from any available troops of 


a given type, up to fifty individuals per 
unit. Once a unit is created, it can be 
given a number of orders; for example, 
‘return to barracks,’ allows R&R as 
well as redeployment of personnel. 

On the boil 

The foot soldiers are the work-horses 
of the army. Once told to go somewhere 
and do something, they get on with it 
without much intervention being re¬ 
quired. There is an Auto option, which 
permits the computer (in the role of 
aide-de-camp) to jump in if the situa¬ 
tion gets serious. This is handy in the 
larger scenarios where well over a thou¬ 
sand troops may be involved; plus, when 
such groups are getting a right old ham¬ 
mering, they can be told to return to 
barracks for a spot of first-aid. 

Engineers are crucial to the success 
of either side. They are the means of 
bridging moats and erecting ladders 
and siege towers. They wield a mean 
battering ram as well, when such an 
implement is available. Engineers also 
operate catapults, ballistae and boiling 
oil, all of which can cause havoc in the 
opposition’s ranks if well-directed (ie 


on their heads). There never seem to be 
quite enough engineers, so they have to 
be well-managed and protected at all 
times. 

A degree of care needs to be taken in 
ordering engineers to do their stuff: for 
bridges, the water area itself needs to be 
selected; whilst for ladders and siege 
towers the area at the foot of the wall 
concerned, not the wall itself, should be 
chosen. 

The battle is presented from a birds- 
eye view, at three levels of magnifica¬ 
tion. The complete map is useful for 
identifying concentrations of troops, 
while the intermediate level works well 
for group selection and general orders. 
The most detailed view shows indi¬ 
vidual units and can be used for fine- 
tuning. Without a fair degree of famil¬ 
iarity with the aerial view, it is quite 
difficult to tell what is what, so the 
ability to double-click on anything and 
be told what it is comes in handy, 
particularly at the start. 

Ritual dance 

The manual I received was pre-pro¬ 
duction, but looks seems comprehen¬ 
sive. All units and their operation are 
described in detail with a nice low-key 
humor showing through occasionally. I 
assume that winning requires the com¬ 
plete annihilation of the opposition since 
that was one of the sections not pro¬ 
vided. 1 did on one occasion manage to 
kill every defender I could find, but no 
congratulatory screen appeared to praise 
my superlative efforts. To make up for 
this, 1 awarded myself a conclusive 
victory and performed a ritual dance 
around the house - much to the aston¬ 
ishment of the neighbors. 

While the graphics are attractive 
and the sound effects appropriate, I was 
not hugely impressed with the 
computer’s standard of play. Too many 
times I was able to pick out a small 
group of enemy troops and destroy them 
in detail while a few yards away a fresh 
bunch leaned on their swords and 
watched. As usual the computer is much 
smarter on defense than attack. 

Siege is a long and fairly complex 
game. The tutorial alone took me a 
couple of hours, and the full scenarios 
range anywhere from five to ten hours, 
although there are a lot of pauses for 
evaluation. Neither is it the sort of game 
where defeat is obvious at an early 
stage. All in all, though. Siege is a well 
put together game on a refreshingly 
different subject. □ 
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□vts, I want to upsfade to Grandmaster Chess. 
Enclosed is $29 95 and ir>side cover from my current 
chess manual. 

I purchased Grandmaster Chess from my local 
software dealer Enclosed is proof-of-purchase and my 
resrstration card Please send me $30 in Capstone Cash 
30 od toward purchase of other Capstone software 

[] VES, please send me Grandmaster Chess and $30 in 
Capstone Cash to use towards the purchase of other 
Capstone titles Enclosed is $59.95. 


ADDRESS 


CITY/STATE/ZIP 


DA/ PHONE (include area code) 

□ 5.25‘HD DISKS □ 3.5'DISKS 

□ check ENCLOSED 

(No COD or purchase aders) 

□visa □mastercard 

□ AMERICAN EXPRESS 

MAIL TO: CAPSTONE SOFTWARE 

14540 S.W. 136th Street, #204 
Malml, Florida 33186 
CREDIT CARD ONLY: 
1-800-468-7226 • IN FL: 305-252-9040 
24-HOUR FAX: 305-254-7578 

Florida residents Include 6.5% sales tax. 


A worthy addition to the line of top-flisht chess prosrams." 

COMPUTER GAMING WORLD 


GRANDMASTER 


le World's Most Powerful Chess Program 

for just 129^.95*/ / _ 


Desisned to challense the mastei 
hone skills and tutor besinners, 
GRANDMASTER CjjEg offers a 
wealth of easy-to-u?&1c8tui;6^ 
Super VGA sraphics, incredo?’ 
sound, multiple skill levels, 
teachins mode and much more. 
And, the alsorithm used in ^ 
GRANDMASTER CHESS 
powerful that we suaranti^i 
will beat Chessmaster 3000 and^ 
Sargon V a your money back.** 


FofS'irmMdme onv, if you Swr" 
another computer chess program, j 

you carrupgatSg'tb'GRANDMASTER* 
CHESS for jUst $29.95, including Fft’EE 
shippiQgln U.S,,and-Canada. Simply 
mail of FAX us a copy of,«the inside 
front cover from your cdrrent 
^computer chess gan]^ manual 

'a1on^^A^th'yco^ctT^'orTre■diT - 

card information. / 

Offer expires 1^31/92. 


mputers w'th 640K RAM anc^ 
;nded <x expanded 
x256. VGA 640x480x16, E(#. 
td Lib, Roland mT-32. 
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Sprint long-distance 
service just became more 
valuable - up to $140 
more! Now, when you 
switch your home long¬ 
distance service to Sprint, 
you can select any Sierra 
game, free! And after 
enjoying six months of 
high-quality long¬ 
distance connections , 
you'll receive a second 
Sierra game or one 
month of free long 
distance service.* 

Only Sprint can offer 


you a nationwide 100% 
digital, fiber optic 
network that provides 
the long-distance quality 
and reliability you need. 
Experience for yourself 
Sprint's "pin-drop" clarity 
that makes both your long¬ 
distance calls and PC 
data transmissions crystal 
clear and error free. 

But unsurpassed call 
and data clarity is just 
one of the many 
benefits you will enjoy 
as a Sprint customer... 


Save 20%, 25% 
Even 30% over ATAT 
With Sprint PLUS^*^ 

When you spend as 
little as $20 a month 
on long distance, you 
will receive automatic 
discounts of 20% over 
AT&T's basic rates on 
evening, night or 
weekend direct dial 
state-to-state calls. 

And 10% savings on 
your direct dial 
daytime calls. Spend 


more and you'll save 
more - as much as 
30% - without any 
monthly fees or 
calling restrictionsit 
No matter what your 
home long-distance 
needs are. Sprint has a 
service or calling plan 
that's right for you. 

Save on Long 
Distance When You're 
Away From Honne, Ibo 

Sprint's FONCARD'“ 
travel card lets you 
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ig Distance and Get Two Sierra Games Free!* 


continue to take advan¬ 
tage of clear catling and 
savings even when you're 
away from home. Plus 
FONCARD is free, with cards 
available to every member 
of your family. 


At Sprint, we make no 
compromises when it 
comes to dependable, 
personal service - we do 
it all: operator services, 
directory assistance, 
customer service, even 


instant credit for wrong 
numbers. And we do it 
24 hours a day! 

Your satisfaction is 
guaranteed: we’ll pick up 
the cost of switching your 
long distance to Sprint, 
and will even pay to 
switch you back if you 
are not completely 
satisfied. (Some 
restrictions apply.) 

So why not sign up for 
Sprint and receive the 
clarity, savings and 


service you want while 
getting two Sierra games 
you enjoy? 


CALL 


1 - 800 - 829-3662 


:yprmu 


•Offer valid only in the U.S. and for new Sprint customers. Not valid for FONCARD - only orders. Certain 
restrictions apply. Free month is up to S25 usage on 4th month invoice. 

tRate comparison based on Sprint PLUS rates (8/1/91) vs. AT&T basic state-to-state rates (7/1/91). 
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Ragnarok 


Norse Code 


By Steven Wartofsky 


F rom out the northern reaches 
of the great state of Califor¬ 
nia (Redding) comes Ragnarok. 
a CRPG developed around the central 
elements of Norse mythology. The time 
is definitely pre-Wagner, pre- 
Gdtterddmmerung, and Yggdrasill, the 
Tree of Life, is still standing. Organized 
beneath its leafy verdure is an utterly 
massive world. 

Something like 200 different races 
inhabit the various planes of Yggdrasill, 
some friends, some foe. Some bite, 
some bum with acid, some teleport for 
fun, some are thieves, some are disease- 
ridden, some are poisonous to touch or 


look at or speak with. Some are solitary 
opponents, while others, like the Yapok, 
summon compatriots when the blood’s 
up. The races are all grouped appropri¬ 
ately within the different planes they 
inhabit; their skills all derive from the 
nature of the reality they’re subject to. 

As the strategy book accompanying 
the review copy of Ragnarok makes 
quite clear, virtually all of these two 
hundred races require separate and dis¬ 
tinct strategies. So one aspect of 
gameplay involves charting and docu¬ 
menting the successful means of defeat¬ 
ing various opponents. The player con¬ 
fronts these races as one of six classes of 


human: Viking, Alchemist, Sage, 
Woodsman, Conjurer or Blacksmith. 

Over time, a particular class can be 
mastered and surpassed by movement 
into another class; classes have over 30 
levels apiece to come to terms with. 
Each class has skills appropriate to its 
role in the gameworld, and the different 
strengths and weaknesses require radi¬ 
cally different approaches for success. 
For instance. Alchemists must work 
with their abilities to learn and develop 
potions, whereas Sages find their op¬ 
portunities in the creation of and dis¬ 
covery of various scrolls of knowledge. 
Players can move back and forth be¬ 
tween classes as appropriate to the un¬ 
folding situation, to make best use of 
the strengths of a particular class. 

Ragnarok is replete with potions, 
scrolls, amulets, food items, wands, 
rings, tools and of course weapons and 
armour. About twenty different kinds of 
each category have been thoroughly 
conceptualized in the design, so man¬ 
agement of inventory is much more than 
a question of figuring out which par¬ 
ticular item ups the player’s numerical 
odds most. 



The War in Europe: 1939-1945 



A Product of Colorado Computer Creations,Inc. 640K PC or Compatible Required: Only $44.95 
plus $4.00 for prompt UPS shipping and handling. Add $2.00 for Second-Day Air. Demo disk 
$5.00. Colorado residents add 3% sales Tax. Visa, Master Card, Discover, Personal Checks, and 
Money Orders Welcome. No CODs. Mail orders specify disk size. 


A Military, Economic, & 
Political Simulation of 
Worid War II in Europe 

Full-color scrolling tactical mop 
Full-color strategic mop 
Four scenarios plus campaign gome 
Four tutorial, get-started scenarios 
Economic and political systems 
Variable game difficulty & complexity 
Variable computer ability & personality 
Detailed or quick combat resolution 
Complete or limited detection of units 
Simultaneous movement for fog-of-war 
Computer ploys either or both sides 
Scenario editor coming soon 
No on-disk copy protection 

MicroTedi Phone; (719)593-1100 

4725 N Acodemy Blvd 10:OOAM-6:OOPMMDT 

Colorado Springs, CO 80918 Monday Through Saturday 
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PACK 
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#EAT 
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READ 
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SETTINGS 


MAP 


DIG! 


EXAMINE 


IFAR MOVy 


The central goals of the game are 
various. It’s 999 AD and the player 
must act quickly before the coming of | 
Surtr and his fire demons to save the 
Norse world. This involves a series of i 
quests, to find news of Mimming, i 
Mjollnir or Gungnir; to discover 
Mimer’s Well and learn the skills and | 
magic necessary to defeat Aspenth; to 
find some means to assist Tyr the One- 
Armed; and finally, to bring the neces¬ 
sary information about Thokk to Hela, 
in order to exchange it for the release of 
Balder’s Soul. 

The quests can be played separately 
or as part of a truly epic campaign, 
which involves reliving many of the 
detailed features of Norse mythology. 

Finding a good book on same would 
be an excellent way to start this game; 
the more immersed in understanding 
about the mythology itself, the more 
enriching play will be, and the more 
likely the player will understand the 
kinds of choices that need to be made. It 
would literally require going into the 
intricacies of Norse mythology to fully 
describe the nature of Ragnarok, as it 
weaves itself deeply into the world of 
the Norse in order to construct its story. 

One of the niftier features of 
Ragnarok is the player’s 
‘polymorphing’ ability: it’s possible to 
transform into a monster of some sort. 


I with special if temporary powers and 
abilities; however, transformations carry 
with them risks as well as rewards. 
Polymorphing might produce a few ex- | 
tra fingers, for instance, but if there are 
rings on the player’s fingers prior to the 
transformation, some fingers might be 
cut off in the process instead. 

All of this leaves the distinct impres¬ 
sion that Ragnarok may become on the 
IBM what Dungeon Master was on the 
Atari ST, Apple IIGS, and Amiga; ie, a 
genre-defining game. 

Pen-and-Paper role players in par¬ 
ticular may finally find in Ragnarok a 
design which begins to prove serious 
enough to be competitive with the more 
sophisticated kinds of play previously 
possible only in paper form. 

Without making any reference to the 
now-overused term ‘simulation,’ it can 
nevertheless be said that Ragnarok is 
truly unique as a CRPG, in that its 
reliance upon Norse mythology is sys¬ 
tematic and,tothisnon-specialist’seyes 
at least, virtually complete. Unlike most 
CRPGs, which either feature half-con¬ 
ceived fantasies rudimentarily based 
upon some amateurish understanding 
of mythology. 

All of which is not to say in the least 
that Ragnarok is too fulsome to be 
playable. On the contrary, the game 
leaves the first impression of being 


much like the classic dungeon crawl. 
Rogue, in its implementation. Which is 
to say that, like Rogue, exploration, 
movement and control are all so el¬ 
egantly simple that playing soon be¬ 
comes a rather addictive experience. 
The game has that rare ‘just one more 
turn’ quality that keeps the player in¬ 
volved even during the briefest of ses¬ 
sions. 

It should be noted that the graphics 
accompanying Ragnarok are static, but 
beautifully drawn and appropriately 
meshed into gameplay, which takes place 
primarily via an overhead view of the 
map, strategy-style. 

Players looking for some massive 
and passive multimedia extravaganza 
won’t find that here, as all elements of 
the game design are very thoroughly 
conceived as part of the gaming experi¬ 
ence itself Ragnarok is not a game 
ma.squerading as a movie or a simula¬ 
tion; it’s a game pure and simple, for 
lovers of same. Sound is implemented 
in similar minimalist yet appropriate 
(and careful) fashion. 

Fans of role-playing games can re¬ 
joice in the discovery of something lov¬ 
ingly crafted here, designed to reward 
deep immersion in the mythology of the 
gameworld presented. Put on a helm 
and prepare to become lost in the cold 
mists of IDth-century Norseland. □ 


Desi gned by _ 

Tom Boyd and Rob 
Vawter 

P ublished b y _ 

Norsehelm Productions 

Systems 
IBM PC 

Graphics 

^-Color VGA Only 
Amiga version to follow 

Supports _ 

PC speaker 

Notes _ _ _ 

Hard Disk required: 
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PLAN 9 FROM OUTER 

SPACE 


B-movie 


a command box. Compared with other 
current games in the genre from Legend 
or Sierra On-Line, Inc., the actual ad¬ 
venture game technology for Plan 9 
From Outer Space is comparatively 
primitive. 

All of the limitations of the tradi¬ 
tional adventure game - repetitiveness 
of command input over time, lack of a 
sense of movement through an active 
environment, etc. etc. are all there. 
Nonetheless, the graphics and anima¬ 
tion are generally quite good, and there 
are a number of animations of moving 
characters which rival or even excel 
those found in the best adventures. 

Bach to the future 


by Steven Wartofsky 


P ublishe d by 

Gremlin Graphics (UK) 
Konami (US) 

Systems 
IBM PC 
Amiga 

PC Gj'aphics 
VGA. EGA 

Supports 

Mouse, keyboard. 
Sound Blaster, AdLib. 
Roland. PC Speaker 

Notes^ 

PC version requires 
over SMB of hard disk 
space to install, takes 
up SMB once installed. 



T here’s a neat magazine out 
there, called Re-Search, which 
early on in its life featured an 
entire issue dedicated to ‘B’ movies. 
These are movies that never made it at 
the box office, that are low-budget pro¬ 
ductions, and that have sometimes de¬ 
veloped cult followings. Their appeal is 
partly camp, but also due to the some¬ 
times unique reflection of the world 
they exist in, a world fluttering inter¬ 
mittently at the edges of the main¬ 
stream. Such marginal experiences are 
the stuff*of/?e-Sefzrc/i’j theme issues (a 
recent one on Angry Women is a major 
classic). 


game, a sleazy film director needs to get 
all the reels of the film back and the 
player’s the lucky culprit responsible 
for finding them. This involves a long 
journey through an underworld-ish en¬ 
vironment full of thugs and strange 
people, operating with a traditional ad¬ 
venture-style interface. Though it’s fo¬ 
cused on the movie production environ¬ 
ment, it nevertheless cleverly meshes 
that environment with elements from 
the most spectacularly failed movie in 
movie history, in the process turning a 
sow’s ear into some slinky celluloid. 

Screen machine 


Belle Lugosi! 

Plan 9 From Outer Space (the 
game, not the movie — relax, you’re 
still reading Strategy Plus) makes hay 
more out of the ‘B’ movie environment 
than it does of the nlot of the film. In the 


Plan 9 From Outer Space is an 
adventure without a player character 
that walks around inside the gameworld; 
it operates in a first-person perspective, 
via a series of static screens, which take 
up 2/3rds of the computer screen. The 
lower third of the screen is reserved for 


Sound is another story altogether; 
despite a few well-timed sound effects 
in the game, much of the play is accom¬ 
panied by a repeating tune, which quickly 
becomes grating upon the ear after the 
first thirty times through or so. Even 
Bach’s Partitas for Violin won’t bear 
such constant repetition. 

The game is very object-oriented in 
structure, meaning that the main thrust 
of the experience is to find the right 
things to combine with the right other 
things in order to open the way to the 
next few screens of the story. 

From the very start, there are certain 
frustrations built into the design, such 
as a number of locked places without 
any clear indication about how one 
might go about finding a few keys. 
There are also a number of objects 
present without any clear indication of 
their potential function in the story. The 
game is not conceived clearly enough to 
give the player good signals as to what’s 
important and what’s a red herring from 
the start. 

However, the story is a fresh ap¬ 
proach to the genre, and the text re¬ 
sponses to player input are chock full of 
British humor. The design team obvi¬ 
ously does not take itself too seriously 
in Plan 9 From Outer Space, and the 
light-hearted touch seems neither self- 
aggrandizing nordistractingduring play. 

If you’re an adventure game fanatic, 
there will probably be many things about 
the style of Plan 9 From Outer Space 
likely to prove appealing: it takes the 
genre and tweaks its nose (you didn’t 
know genres had those, did you?), and 
it captures the quirky and slightly greasy 
feel of the world of the low-budget 
production perfectly. Don’t expect any 
marvels of technological performance 
along the way, though. □ 
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From League Pla\‘, to Head to Head, 
to hLstorical repla\*s NR Pro League 
^ Football features endless strategy, 
unriv'aled graphics, an abundance 
of statistics, in a game so real, USA TODAY has used it 
to projea the last 4 Super Bowls! 

NR Pro League Football features: Weatlier 
conditions, 2 billion play combinations, a league play 
feature that allows a coach not to be present to play, 
stats compiling, and 5 seasons of NR teams (witli player 


names and statistics). And just kx)k at these print out 
options; P(jst Game Stats, Play by Play, League Standings, 
Season Stats and League Leaders, to name just a fevs ! 

NR Pro League Football is available for IBM or 
Compatible Computers vAih EGA or VGA Graphics. 



m MICRO SPORTS # 

1 - ( 800 ) -937 7737 

ALL USA ORDERS SHIPPED UPS 2ND DAY AIR. 


All-American College Football has more features than 
any other college football game ever designed. Coach 
your favourite team, over 80 schools represented. See if 
you can win y our conference, or, better yet, see if you 
have what it takes to vsin the National Championship... 

All-American College Fcxxball allows for League 
Play, Head Up Play (Computer or Human), Computer vs 
Computer and True Modem Play . 

Head Up Play features animated players in their 
college uniforms, home and away jersey’s. 

All-American Cc:)llege Football also includes: 
Stats Keeper for maintaining Conference Standings, a 
Record Book, Season Stats, Conference Leaders, 
National Rankings plus much much more! 

All-American College Football is available for 




MICRO SPORTS 

1 - ( 800 ) -937 7737 



Aa USA ORDERS SHIPPED UPS 2ND DA^' AIR. 


IBM is ■ toKlcfnark of Inirrnational Business Machines !VPI. Pro League Football 
and All American t ollege Football are trademarks of Micro Sporu. Inc. 
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testing can be testing 


Mama looks at 
Wiz kid David W 
Bradley’s latest 
creation: 
Crusaders of 
the Dark Savant 



W ay back in the deep dark 
past, MaMa’s mama look 
her to the movies for the 
first time. I remember how big the 
movie theater was and that we sat in the 
wide aisle by the exits. I remember 
wondering where these wonderful pic¬ 
tures would be. I thought maybe those 
squares of light over the pillars up near 
the ceiling would be where I should 
look....or maybe those lights on the 
seats at the end of each aisle had some¬ 
thing to do with the pictures. The cur¬ 
tain was so big and heavy looking that I 
never really thought it would move. 

I was still fidgeting and wondering 
when the lights dimmed, the curtains 
swept to the side and the lion roared, 
fm sure my little chin was resting on 
my skinned up knees as Dorothy and 
Toto and the rest of the cast appeared. 1 
know I was frozen with fear after the 
tornado hit and that nasty old lady ap¬ 
peared in the window. My heart was 
still counting my ribs when Dorothy, 
awakened, moves cautiously to the door, 
opens it ever so slowly, and... and six 
year old mama has a memory so vivid, 
so breathtaking, that decades of mov¬ 
ies, F/X pyrotechnics and even Termi¬ 
nator 2 haven’t dimmed the feeling. 
That is exactly the feeling Mama got 


when she moved from Wizardry 6: 
Bane of the Cosmic Forge into Wiz¬ 
ardry 7: Crusaders of the Dark Sa¬ 
vant. Wiz 6 was something new and 
different and wondrous in the world of 
Wizardry, but was merely the black 
and while introduction. MaMa .sez... 
Wizardry 7 is Oz with a real wizard 
behind the curtain, David W Bradley. 

Anticipation, tease, payoff Cru.sad- 
ers of the Dark Savant is everything 
we fans of the David W Bradley Wiz¬ 
ardry games could have hoped for, and 
a whole lot more. But oh, the tortures 
we must endure to participate in the 
crusade! Gargantuan bug-eyed mon¬ 
sters, slimy sloshing pus balls, giddy 
little broads on air scooters, drooling 
drippy teenagers, weasely rotten rats, 
over-lhe-hill mutant ninja men of the 
cloth, boisterous ruffians armed with 
blunderbusses, confused shades, rub¬ 
bery shrubbery with a nasty disposition, 
and tons of other denizens of Lost 
Guardia provide the distractions. Yes, 
just the distractions. Enter MaMa: beta 
tester. 

Beta blockers 

The gameworld itself is the torture 
chamber ~ huge, well equipped and 


just waiting for some sucker to cruise in 
with a false sense of confidence. Boy, 
did this one ever knock me down a peg 
or two. MaMa always thought that beta 
testing was glamorous and neat and 
filled with perks like maps and skip this 
keys and stuff like that. Not! I was 
supplied with the game disks, a stack of 
blank graph paper -- blank mind you! - 
and one sketch of the general overview, 
a stack of bug-report forms, a draft copy 
of the manual and an emergency phone 
number. Humph. So much for the easy 
life, on to the good life. 

The good life: all of the wonders of 
Wi7.ardry 7 and lots of time to discover 
them. The character generation system 
is similar to that of Bane of the Cosmic 
Forge, but much smoother and more 
detailed. Since the beta testers had to 
roll a new parly with every version, the 
system got quite a work out. I never 
found it to be annoying or boring, al¬ 
though a character must be completed 
before an exit or re-roll can begin. The 
variety of races, professions and charac¬ 
ter options is intriguing. Familiar, but 
more sophisticated than those offered 
in Wiz 6. 

Party shopping 

The character screens are several 
layers deep, but very easy to navigate. 
All regular game functions such as item 
use, transfer, merge, etc. are available 
on the first screen, and a single click of 
the mouse on various areas of the dis¬ 
play brings up pack items, spell op¬ 
tions, the skills display, professional 
status, and anything else the gamer 
wants to know about each character in 
the parly. 

Moving from character to character 
is done by clicking on the right or left 
side of the portrait. Item transfers are 
done in the same way. In the course of 
gameplay, whenever a use item com¬ 
mand to one character can affect or be 
applied to another character, a mini¬ 
screen is displayed with portraits of the 
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entire party to allow proper application 
of potions or spells. 

Spellcasting, item use and combat 
mechanics are quite similar to those 
used in Bane, and combat itself is nearly 
identical. For a very short while at the 
beginning of the game, the sense of Wiz 
6 is so strong that it might occur to the 
player that this is merely Bane in fancy 
dress. Better graphics, socko sound ef¬ 
fects, lovely animation, and a superslick 
interface, but just good old Wiz 6? This, 
like much else in Crusaders, is Just an 
illusion. 

Worldly alliance 

Wiz 7 is not Wiz 6, redux. Wiz¬ 
ardry 7 is not a sequel to Wizardry 6. 
Crusaders of the Dark Savant is the 
maturation of what, until now, had been 
the benchmark classic crpg. Bane of 
the Cosmic Forge. In fact. Wizardry 7 
may well turn out to be the definitive 
crpg of the genre. None of the games 
that 1 have played to date, including 
Bane. Ultima Underworld. Might and 
Magic, or the Ultima's, can come close 
to the scope and power of the complete 
Crusaders of the Dark Savant. All of 
Bane and all of the possible endings to 
Bane amount to a starter dungeon for 
Crusaders. The entire Bane story is 
just a sidebar, an abstract of party his¬ 
tory, a transitional speech to lead us into 
the world of the Dark Savant. 

All of the things that made Bane 
such a marvelous gaming experience 
are carried forward in Crusaders. David 
W Bradley has created a complete world, 
satisfyingly complex in every detail. He 
has given structure to the world in a 
story that is rife with al 1 of the character¬ 
istics and foibles common to mankind. 
The world has a history which the gamer 
can discover. The world has alliances 
and factions, good guys, bad Guys and 
opportunists. The world is peopled with 
true characters — greedy, conniving, 
puzzled, powerful, not-so-powerful, 
opinionated - and each character can 
interact with the player’s party in many 
different ways. 

Into this grand milieu, Bradley has 
also tossed some direct competition. 
Through an artificial intelligence rou¬ 
tine, another party is playing the game 
at the same time as the player; and since 
that party has access to the game files, 
it can beat the parly to treasures or 
puzzle solutions. After fighting and solv¬ 
ing her way to one of the more obscure 
puzzle solutions, all Mama found for 
her troubles was a bunch of footprints in 


the dust and an empty chest. One of 
these days. Mama’s party is gonna get 
that bunch! One of these days... 

Devious nature 

Crusaders of the Dark Savant has 
some of the most devious puzzles ever 
in a RPG. Many of the puzzles are 
interdependent and placed in combina¬ 
tion with convoluted mapping exer¬ 
cises. One small area of the game, the 
Funhouse in the Rattkin Ruins, is the 
equivalent of a complete crpg. Many of 
the puzzle solutions echo those found in 
Bane, but not one is a giveaway. 

Graphically all of the spell icons are 
animated, as are many other portions of 
the display. The animation is neither 
intrusive nor gaudy and it adds more 
than a little flare to every screen. The 
central view screen where the scenery 
and monsters appear is also animated, 
all of the time. Birds fly by in the woods, 
and the dancing Furies whirl in a full 
360 degree animation. Each spell has a 
different sound when cast and every 
member of the bestiary has a signature 
voice, moan, groan, roar or howl. The 
Undead have a particularly bone chill¬ 
ing moan that even bothers my dog, and 
many of the human style type monsters 
utter speech bytes. 

After several hundred hours in Lost 
Guardia, MaMa is still enraptured, but 
with every newly discovered trap or plot 
twist or missing treasure, she is more 
and more sure that Mr David W Bradley 
needs a taste of his own medicine. 


Head smackin’good 

The first time he called me on the 
phone to discuss a reported bug, I greeted 
him as Mr Wonderful, creator of this 
marvelous world. After subsequent con¬ 
versations, 1 could gleefully strangle 
him. Somewhere in the heart of this 
genius is a cheery little gremlin that just 
loves to torture lazy gamers. There is a 
very fine line between love and hate. 
MaMa sez... 1 hate that man (while 
failing to solve a puzzle) and also sez... 
geez, what a guy when smacking her 
head with the proverbial ‘how could 1 
be so dense’. Mama sez... there will be 
a lot of head smacking and months of 
fun ahead for Wizardry fans. 

Last night that nasty man said he 
fully expects none of us will ever find 
all of the secrets hidden in the Dark 
Savant, nor will any of us see a more 
complete crpg experience in this genre. 
MaMa takes that as a challenge, and as 
a promise of great things to come. □ 
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Or any other time you feel like play¬ 
ing a round of golf. All you need is a PC and 
Nhcrosoft' Golf for Windows? 
Using new Golf is prac- 
I n ' 1 being right out on 

r I I the course itself. We’re talkii^ 
I 11 I heavy-duty realism.The feet is, 
you’d be hard pressed to find 
another golf game as realistic. 
Why? Well, for one, we’ve used actual 
photo footage fromTorrey Pines, the PGA 



Introduce _ 

Golf for Windows. 


Tour course down in San Diego. Secondly, 
the Windows interfece, along with our push¬ 
button controls, lets you control everything. 
Except the weather, of course. 

For a limited time, when you pick up 
Golf, you can also pick up a free Microsoft 
Golf hat. So call (800) 323-3577, Dept. HL7. 

And find yourself working through 
lunch. Not to mention your swing. 

iIBcmsolt 


Offer good omJy in the SO United States. Offer expires 12/31/92. d 1992Mkrvsoft Corporation. All rights reserved. Printed in the USA In the SO United States, call (800)3233S77, Dept. HL7. For information only: In Canada, colt (800) 563-9048. 
outside the SO United States and Canada, call (206) 936-8661. .Microsc^ a a r^tisterrd trademark and Windons is a trademark of Microsofi Corporation. 
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ROLEPLAYING/ADVENTURE HINTS AND TIPS 


BLOCK 

BLSTERS 



Laura Bow II: The Dagger 
of AmonRa 


hen Sierra releases a new game there are certain 
things I expect. The now familiar point-and-click 
interface, excellent graphics, a soundtrack that no 
other publisher can match, and a strong story. That's all. When 
Laura Bow II: The Dagger of Amon Ra arrived I was not disap¬ 
pointed. All these elements are present although the interface 
has been modified somewhat to accommodate the mystery genre. 

Laura carries a notebook and makes entries as she gathers 
new information. She can ask any character in the story about 
any of the entries in the notebook using the new ‘ask‘ icon. To 
make certain that all available information is gathered Laura 
should ask every character about every entry in the notebook. 
This adds a degree of tedium to the game hut enough of the 
answers are interesting to ensure the process is merely time- 
consuming rather than boring. 

The story involves Laura making the trip to New York City 
before investigating a theft that quickly evolves into a multiple 
murder case. Miss Bow spends most of her time in a museum 
trying to stay alive long enough to discover the clues needed to 
crack the case. The museum is a veritable haven for suspicious 
characters making it a tricky operation to find the guilty party. 
The finale has Laura testifying at a coroner s inquest to identify 
the murderer. The difficulty level of the game is challenging so 
the following could be of assistance to the terminally stuck. 

General tips 

Laura may make entries in a notebook but that doesn’t let the 
player off the hook. Many conversations contain clues u.seful in 
solving the various crinrtes. It is also important to keep track of 


items found at each crime scene. Careful note taking will spare 
those of us with poor memories the need to remember every 
detail, while even those with a mind like a steel trap will need to 
refer back to notes occasionally. 

Visit each room or scene as many times as necessary. When 
the action seems to stop it may just be waiting for Laura to revisit 
a location to see a new development. When in doubt wander 
around and listen in on any conversation that may be going on. 

Act 1 

The most important item in the game is obtained from three 
young boys. They will trade it in exchange for someone else’s 
idea of trash. The desk sergeant is cranky because he hasn’t 
eaten. 

Act 2 

Make sure to speak to every guest at the party. Ask about 
everything in the notebook. Do it now because not all of them 
will be available later. An item on one of the tables will come in 
handy should Laura have a need to ‘accidentally’ overhear a 
conversation on the other side of a closed door. 

There is one important item in the gift shop. Examine the 
daggers in the glass case very carefully. Notice anything differ¬ 
ent about one of them? 

After getting kicked out of the gift shop it’s time to do a little 
eavesdropping. Walking behind the parties is usually the best 
means of listening in. Eventually, all relevant exchanges will be 
heard and the party area will be free of characters. 

Time to explore the rest of the mu.seum: pick up the bone in 
the Tyrannosaurus Rex room. Those mummy coffins in the 
Egyptian room sure look interesting. Maybe Laura should look 
inside. 

Acts 

Yvette’s office has two important items. Carbon paper that 
can be read if held up to the light and a light bulb needed else¬ 
where. Carrington’s office is a treasure trove. Search the fire¬ 
place for an item that will make a clue found on Pippin’s body 
more meaningful. Examine his calender and phone list. The 
phone list helps unlock a nearby sayff...err, safe. Where is the 
safe? In the usual place of course. Finally, use the intercom to 
listen in on conversations around the mu.seum. 

Reading the notebook reveals that a meeting was .scheduled 
in the Egyptian room at 10:15 P.M. Go there at 10:100 to keep 
the appointment for the recently deceased. While in this room, it 
is also advisable to use the magnifying glass on the Rosetta 
Stone fragment. 

The Pterodactyl room has two significant items. After the 
meeting in the Egyptian room, the second corpse is discovered 
here. There is also some wire that will be needed later. Laura 
may not have the right tool to claim it yet, but come back for it 
later. To discover the head belonging to this corpse, examine an 
area where there are a number of disembodied heads already. A 
return visit to Carrington’s office reveals a third murder. Initials 
scrawled in blood point to a book containing useful evidence. 




Laura Bow II: 
The Dagger of 
Amon Ra 

Designed by 

Ben Balfour 

Published by 

Sierra On-Line 

Systems _ 

PC 

Graphics 

256 color VGA 

Sup ports 

Most popular 
soundcards 
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ROLEPLAYING/ADVENTURE HINTS AND TIPS 



Ze archaeology, eet is such a MASCULINE profession. 
BREAKING into ze ancient tombs with your 
sledgehammer, THRUSTING your way into ze treasure 
chambers, TOUCHING ze gold artifacts. Eet is all 
SO...STIMULATING, no? 


When it is 12:45 A.M. go the armor room and hide behind a 
large hanging object for another interesting meeting. 

The thinker statue doesn’t have a stiff neck. Take advantage 
of that to open a secret passage leading downstairs. For anybody 
who is wondering, yes this is an emergency. Break the glass and 
claim the item revealed. 

Heimlich’s office has three items of interest: a carefully 
hidden book of poetry on the third shelf up from the floor, a 
piece of cheese on a mousetrap, and a button behind his metals. 
The cheese can only be claimed if the mousetrap is set off from a 
distance with an inventory item. 

In Ernie Leach's office take the snake lasso, search his 
toolbox, read the book on his desk, and at .some point push the 
button behind his desk. Use the tool in Ernie’s box to obtain a 
key in Old Masters Gallery. The key is hard to find, but it makes 
itself semi-visible every few seconds. 

The skull on Dr. Myklos’ desk will open a secret tunnel if 
used before doing anything else in her office. Once the tunnel 
has been explored, try and grab the snake oil on her desk. Also, 
be sure to check out that object under the covering. In the preser¬ 
vation lab, search the vat Dr. Myklos asked Ernie to check. 

In the storage room at the rear of the lab. get the meat out of 
the locker. Use the key on the trunk, then quickly throw the meat 
in. Don’t leave without the item the corpse still possesses. Also 
grab the snake oil. Go to the Medieval Armor room and hide 



again at 1:45. After listening in on the conversation, return to the 
mastodon room. 

Upon discovering the body in the mastodon room, examine it 
carefully. Take note of the smell of the body and find the foreign 
object on the corpse. These two clues combine to reveal the 
exact location of his murder. Take a walk into the Old Masters 
Gallery to wrap Act 3 up. Pay close attention to the discussion 
between O'Riley and Heimlich. 

Act 4 


Visit Yvette’s office, the Preservation Lab, then return to 
Yvette’s to advance the story. Collect the three new objects 
found in this last visit to her office. Use the bone to crack the 
new statue in the Old Masters Gallery. Collect the bifocals and 
hair after examining each. A trip to the Medieval Armor display 
reveals a new piece of evidence. 

A trip to Dr. Myklos’ office is in order. Use the snake oil on 
Barney three times to comer him, use the snake lasso to capture 
him, and use the cage to make the room safe. Before examining 
the Countess, go to the Preservation Lab and refill the snake oil 
from the container on the desk. It is needed later and there won’t 
be an opportunity to get it after examining her. After returning, 
take the two objects found and examine her ankle. 

Now leave the office and step into... 

Acts 

Run! Go into the Pterodactyl Room and use wire on the door. 
Then head for the Medieval Armor display, close the door, and 
use the board to slow down the murderer. Next head for the 
Egyptian display. Halfway there push the chair next to the door 
and then push the transom. Run into the Egyptian display and hide 
in one of the mummy coffins. Push the hanging crate in front of the 
door and cut the wire holding it to block the door. Push another crate 
to reveal a secret door. 

After getting off the elevator close the door and use a 
mummy to block the door. One of the mummy coffins has a device 
on its forehead that the snake lasso can reach. The answers to the 
riddles rhyme. One has to do with the unborn and the other has to do 
with the dead. Uncover Steve’s face and use one of the Countess’ 
items to wake him up. Return his boot before he tries to stand. 

To escape the furnace room push the carved stone. Once in the 
tunnel use snake oil to repel the cobras and throw the cheese 
behind the rats. To exit safely, use the right hand doorway. To 
keep the murderer at bay one last time push the button to activate 
the Tyrannosaurus Rex. 

Coronei's Inquest 

All of the murders committed in the museum were done by 
the same person. Only Carrington was killed by a different 
suspect. The person who killed Carrington also impersonated 
him and helped steal the paintings. The middleman is a typically 
shady underworld type. The motive for each of the museum 
murders was the same except for Yvette. The murderer is also 
the one who stole the Dagger of Amon Ra. Last chance: Laura 
heard the murderer threaten Yvette with death. 

Joseph Boone 


Dark Queen of Krynn: Part 2 


In part one of these hints, we visited Palanthas, Caergoth, The 
Caves, Naulidis, Celanost, and the Luminari Lighthouse. In order 
to progress to the next location, Kristophan, the party must 
possess the two keys that Fastillion yielded in the lighthouse. The 
missions in Kristophan begin with some kissy face in Eshalla’s 
home. Go with the flow, and humor her whenever you meet. This 
will get the party some neat items later, while wandering around 
town. In the town you will have a chance to attempt to res-cue 
someone from an over-the-hill Minotaur. Take the opportunity 
and you wilt wind up in the Arena which is tough, but a victory 
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ADVEINTURE LIKE NEVER BEFORE... 


now AVAILABLE FOR IBM 6t COMPATIBLES! 

TO ORDER: 

Visit your retaiier or caii 1-800-892-5488 to order. VISA/MC and checks accepted, 
riorseheim Productions, Inc.; P.O. Box 494588; Redding, California 96049-4588. 

Reader Service No. 52 


It's time to break the mold. Step 
up to RAGISAROK and experience 
the vast, unbounded world of Norse 
mythology. 

Explore over 100 action-packed realms, featuring 
vivid, superfast VGA graphics. 

• Enter a highly interactive world where you pursue 
quests and adventures as you see fit... no set story 
line to follow. 

Challenging and Intriguing. 

• Master the use of over 200 magical artifacts. 

• Encounter up to 200 distinct races of beings 

• Acquire the skills and knowledge needed to finally 
defeat Surtr and his hoards of Fire Demons. 


Why be human? 

• Shed your human form as you learn the arcane 
skills of polymorph and transformation. 

Easy to playl 

• Extensive on-line help and intuitive interfaces have 
you playing immediately. 

■ Infinite variability and non-stop action will keep you 
coming back. 


The year is 999 A.D. The 
time of great dread has come. Long 
have the Viking prophets foretold of 
RAONAROK, the final battle of the gods, 
which will determine the fate of the world. 

From before the ancient times, the great gods 
of your people - Odin, Thor and the forces of 
Asgard - have championed the human race 
and have withstood the power of evil Surtr 
and his hoards of fire demons. Mow the days 
have become dark and cold. 

Many travelers and warriors have passed through your 
village into the wild lands beyond. Strange tales of 
distant lands, wizards, powerful creatures and magic 
are whispered by firelight. Some of the boldest warriors 
say that the final great Viking quest is to aid the gods 
themselves as they prepare for RAQMAROK. The outlook is 
grim, but to stay behind and wait for the end is worse. You 
have packed your belongings and have decided to follow 
the dark trail into the forest... 
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ROLEPLAYING/ADVENTURE HINTS AND TIPS 



I there will add some very powerful weapons and armor to the 
inventory. The closed Temple is where the action is, and to enter 
that, Selias must be a member of the party. Selias hangs out in 
I the Tavern. 

Entering the clo.sed Temple gives access to the Tombs and 
the eight mazes that compose them. Be sure that SEARCH is on; 
there are lots of hidden doors and passages. The first is the 
Thieve’s Guild, which is just a transition to the White Hall, 
where the search for each of the five pieces of the Oracle begins. 
A heart shaped key and a golden circlet are needed to pick up 
two pieces, another is in the circus. Two pieces are on the second 
level, one of which is hidden in a bunch of loot after a vicious 
battle with vampires. The golden key will give access at the 
stairs, and the rusty key can be used in one of the hollow col¬ 
umns in the maze that follows the vampire battle. 

Bookworms 



The Dark Queen of 
Krynn 


Published by 

SSI (US) 

US Gold (UK) 


Check out the library before leaving town...get as much 
information on the Book of Armacor as possible. The only 
vault in the game is located in Kristophan. Note that the 
five oracles are five notations in the Adventurer’s Journal. 

From Kristophan, head to the tavern in Trilloman and 
listen carefully for the location of the Hulderfolk. They 
harbor the location of our next stop and the first really criti¬ 
cal quest of the game. Successful competition of the elven 
challenges will gain the party a ring that detects deceptions 
and a necklace that has the dragon scale on it. There is a 
rather arduous route to the acquisition of these things. 

The Hulder are elven pranksters that require the party to 
learn the language in order to solve this quest. There is an 
area view with coordinates available when the region is first 
entered, but the view will disappear just when you need it the 
most. The party will be autowalked into the woods at a point 
directly east of Trilloman. An NPC called Tasselhoff Burrfoot 
is lounging in the woods. Find him and allow him to join the 
party. 

Family tree 


S yste ms _ 

PC and Amiga 

Notes _ 

A full review of this 
game appeared in issue 
22 


Note the location (coordinates) of the Mother of All Trees 
while the area view is still available. Wander around in 
the woods until the party suffers from hunger pangs. Really 
suffers. Then try to rest or fix and Elea will appear and begin 
to teach the party the language. Journal entry 29 lists the ritual 
words and their meanings, but the party must learn them from 
Elea before progress can be made with the royal family. 

Note where the elven camp is located while the area view 
is still present. Do not let on that you know Elea while you are 


in the elven camp. When the royal family questions the party 
about where it has been, tell the truth. The assignment to 
count the leaves on the Mother of all Trees leads to the 
solution of this quest. The number of leaves on the tree is 
random, so at least one count is necessary. When the count is 
obtained, report back to the royal family and listen very 
carefully to the king. There is an easy solution to this puzzle, 
or the party can keep on counting the leaves until Elea res¬ 
cues them. The exit is where the Elven King tells you it is. If 
the party accepts additional elven hospitality, expect a dirty 
trick. Ultimate rescue will be provided by Elea who will ask 
for a favor. Grant it. 

Rebel shell 


The next places that should be visited are Aurim and 
Hawkbluff. A brief visit to Hawkbluff will give the party 
some clues, but there is no real action available in Hawkbluff 
until Aurim is cleared and Trandamere has been forced to run 
away. Trandamere hangs out in the palace which Is at the 
center of Aurim. The party must have a pass to enter the 
palace, and only one pass is available; so once the palace has 
been entered, stay until the job is done. A pass can be ob¬ 
tained from either the Thenol commander’s house or the from 
the rebels. Enlistment in the army is a very good idea since the 
proper uniforms can work wonders, especially in the palace. 

A clue to the commander’s pass is found on the desk in his 
office. The other pass is available from some rebels that hide in 
the NW comer of town. Check out all of the residences and 
shops in that area. None are what they appear to be. If the party 
frees the prisoners, access to many rebel goodies, including the 
pass, is theirs. 

The rebel hideout is at 3,14. The ring obtained from the 
elven Hulder quest will glow when the party meets Draconian’s 
that have shape shifted into other forms. Attack or run when 
this happens, depending upon your willingness to engage in 
huge battles. If the party decides to clear the Hith Temple, a 
major decision, the way to get to the three part battle is to ask 
for a special blessing. The Thenol soldiers tell the party about 
this, so beware of traps. 

A lulu 

The first battle segment is a lulu, and I never made it to 
the second or third parts. Only one character’s TURN ac¬ 
tion seems to be effective in each round and there are what 
seem to be legions of undead in this crew. Only melee 
combat seems to affect the skeletons, but the vampires and 
other spirits can be turned. Keep a good distance from the 
vampires since their main attacks will drain the party mem¬ 
bers. Spell up for protection and have clerical attacks 
ready. 

The party can train at the home of the Old Lady rebel. 
Access the rebel hideout by selecting HEAL from the pho¬ 
ney temple options. Save the game before entering the 
palace and be sure the party has enlisted in the army and 
acquired the proper uniforms. 

Before beginning to clear the palace, go upstairs and 
locate Grunschka. She is a feisty fighter and will remain 
with the party. Another reason for going upstairs is that it 
will allow the party to rest and fix...things that cannot be 
done on the ground floor until a gong in the basement is 
found and disabled. To find the entrance to the basement of 
the Palace, be sure to show the guards the uniforms being 
worn. Acquire the clay tablet fragments, accept the assign¬ 
ment of the troop transport, attempt to take the recruits to 
Hawkbluff, and find the royal chambers upstairs where the 
party should speak with the queen. Chasing Trandamere to 
Hawkbluff begins the next segment of gameplay. 

Next month we will complete the game with hints for 
Hawkbluff, Bai’or, Blackwater Glade, Aldinachru, and the 
Flame Tower. □ 
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BECOME ONE OF ODIN'S CHAMPIONS, TRAVEL THROUGHOUT ALL THE REALMS OF CREATION, 

AND ATTEMPT TO CHANGE THE COURSE OF FATE QUEST FOR KNOWLEDGE AND ALTER EVENTS SO 
THE GODS MAY DEFEAT THE MINIONS OF LOKE AT THE BATTLE OF RAGNOROK 


IBM 2b6 Color screens 


• HISTORICALLY ACCURATE WORLD OF VIKING MYTHOLOGY 

mclucimg the realms of Midgard, Asgard. Jotunheim. and more 

• STUNNING 2S6 VGA GRAPHICS 

Also support EGA and Tandy 16 color 

• DYNAMIC MUSIC SCORE AND SOUND EFFECTS 

supports Ad Lib'“, Sound Blaster and Roland “MI i2/LAPC 1 

• USER FRIENDLY "POINT-N CLICK" GRAPHIC INTERFACE 

Keyboard. Joystick and Mouse supported 


For More Information Call (713) 946-7676 
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ADVENTURE 


Spaceship Warlock 


A Fight at the Opera 

by Stuart Mitchell 



Designed by _ 

Mike Saenz and Joe 
Sparks 

Published by _ 

Reactor 

Systems _ 

Color Macintosh I Is with 
CD-ROMs 

PC CD ROM to follow 


C D ROM is the next break 
through in technology for com¬ 
puter users, if the industry 
pundits and prognosticators are to be 
believed. CD ROM ups the ante in 
storage, offering an order of magnitude 
increase in the available memory for 
computer software. Spaceship War- 
l(Kk is the first of a new breed of games 
created specif ^cally to take advantage of 
the new capabilities CD-ROM drives 
bring to home computers, and, more 
importantly, is one of the first to make 
good use of those capabilities. 

Render Mac 

Spaceship Warlock is essentially a 
standard adventure game played from a 
point of view perspective. But this 
simple statement says little about what 
makes the game so unique. It is a bit like 
describing a Ferrari as a sports car, for 
Spaceship Warlock stretches the 
boundaries of standard adventure games 
in a variety of ways. First, there is 


digitized audio used liberally through- j 
out the game. Interactions with other 
beings involve speech, then there are 
talking advertisements. The opening 
theme is a full-blown rock song. Other 
sound effects abound and add immensely 
to the texture of the universe. | 

i 

Mac attack 

The graphics come in the Macintosh 
standard 640x480 resolution in 8-bit 
color. No low res ported graphics here. 
Most of the images were created using 
3-D modeling software. These objects 
have been rendered so that they are 
smoothly curved and look natural. For 
those who haven’t seen fully rendered 
3-D objects, the effect is stunning. In¬ 
stead of blocky polygons or flat bitmaps, 
one sees natural looking objects that are | 
clearly 3-D. Best of all, these objects are 
animated and move very fluidly. 1 sim¬ 
ply stood on the streets when I first 
started playing, just to watch the sky 
cars fly by overhead as they smoothly 


scaled and turned like the best footage 
from Blade Runner. 

Rock and Kroll 

Spaceship Warlock’s plot is pure 
space opera. The player ’ s character starts 
on a planet in the Kroll Empire (for¬ 
merly theTerran Empire). Humans have 
been enslaved and the Earth itself hid¬ 
den by the Kroll. The Kroll are an insect 
like alien race with Cyclops heads and 
electronically altered voices. The cata¬ 
log of their sins is long, but their worst 
offense seems to an insistence that hu¬ 
mans pay their Kroll taxes (I always 
knew tax-happy politicians couldn’t be 
human). At any rate, the player’s job is 
to get off-planet and try to find Earth. 
This is accomplished by joining up with 
a human space pirate on his ship. War- 
lock. 

Interaction with the game universe 
is performed with the mouse, supported 
at times by a very limited parser. Some¬ 
times this means a close-up, sometimes 
an animated sequence. The results of 
clicking change depending on what is 
being clicked. At one point I clicked on 
aliens. The result was that I punched 
them. I kept clicking and eventually 
knocked them out. In another location, 
1 clicked on an alien belly dancer and 
she moved around the room. 

Glossed out 

Experienced players may be put off 
by the simplicity of Spaceship War- 
lock. I must emphasize that, whatever 
its limitations. Spaceship Warlock is 
fun. The game may not last as long as I 
would like (4 to 6 hours at most for 
experienced adventurers), but every 
moment is enjoyable. In fact, 1 found 
myself getting so used to the high-res 
gloss of Spaceship Warlock that I found 
lower resolution games on the PC nearly 
intolerable. 

A few companies have made major 
enhancements to existing products to 
take advantage of CD-ROM drives. But 
even fewer have taken the next step - 
games created specifically for the CD 
ROM environment. I know of three - 
Icom Simulation’s Consulting Detec¬ 
tive. Broderbund’s Grandma and Me, 
and now Spaceship Warlock. For my 
money, this is the best game in the 
bunch. 1 could wish for more sophisti¬ 
cated interactivity and a longer game, 
but that shouldn ’t deter CD-ROM own¬ 
ers from giving Spaceship Warlock a 
serious examination. □ 


68 


Strategy Plus 


















I 


[ 



U/i 0/9 


/9 /a /i r €//^/to oo^ 


CYBERDR[AMS'“ 

AVAILABLE FOR THE IBM PC AND COMPATIBLES (MAY '92), COMMODORE AMIGA (OGOBER '92) 

AND APPLE MACINTOSH (MARCH '93) COMPUTER SYSTEMS. 
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UIAV TO (GOI 

by II € PcmiImii . 


Nemesis: 5.0 

Designed by 
Bruce Wilcox 

Published by 
Toyogo 

Systems 
IBM PC (DOS and 
Windows) Mac 

Players 

1-2 

Supports 
Mouse Keyboard 
Modem play Printers 

Many Faces of Go 

Designed by 
David Fotland 

Published by 
Ishi Press (US) 
Infogrames (Europe) 

Systems 
IBM PC 

Players 

1-2 

Supports 
Mouse keyboard 

The Rules of Go 

Go is a game of 
territorial war between 
two players. The object 
of the game is to 
surround territory by 
placing markers on a 


Long, long ago... 

G O is the oldest of all board games. Various 

sources cite different legends of Go’s origins, but 
most agree that Go originated in ancient China 
about four thousand years ago. Today, although largely 
unfamiliar to the Western World, Go is very well known 
throughout the Orient ~ at least as well known there as 
chess is here in the Occident. China, Korea, and especially 
Japan have adopted Go as one of their favorite board 
games. In Japan, it is featured in regular articles in popular 
newspapers and magazines. Tournaments and instruc¬ 
tional programs are televised. Master-level players earn 
their living teaching the game. 



Go goes west 

Go’s popularity in the Western World has been slowly 
growing for the past 100 years. Don’t think that this is a 
slow start! This is but a brief moment in the history of Go 
— it took much longer for it to spread from China to Japan! 
Early Western exposure came from Chinese immigrants to 
San Francisco in the latter part of the nineteenth century. 

Edward Lasker, the famous Chess master, learned Go 
from Japanese students at the University of Berlin in 1907. 
His 1934 book. Go and Go-Moku: the Oriental Board 
Games, helped spread the popularity of Go. This book was 
reissued, with Lasker’s extensive revisions, by Dover 
Press in 1960. Today the American Go Association very 


actively supports Go in the United States by publishing a 
journal, coordinating local club activities, sanctioning 
national tournaments, and providing other services to the 
American Go-playing public. 

Go has survived virtually unchanged for thousands of 
years because it appeals to people in very fundamental 
ways. One aspect of this is the astonishing depth and 
subtlety of game play that emerges from Go’s simple rules 
(See sidebar page 72). The rules can be learned in min¬ 
utes, but most people will never exhaust the possibilities 
for achieving a deeper understanding of the game. A com¬ 
mon feeling is that the rules of Go are like the eternal laws 
of nature - it’s hard to imagine any significant change that 
could be made. Another way in which Go appeals to 
people is the aesthetics of the game. It is pleasing to the 
senses with the harmony of its basic shapes, colors, tex¬ 
tures and sounds. (The best wooden boards are specially 
shaped to produce a pleasing ‘click’ when a stone is deci¬ 
sively snapp)ed down onto the board.) Based on Japanese 
Go paintings, typically depicting games being decided by 
swordplay, it is clear that Go is considered an exciting, 
even potentially violent game by the Japanese. 

Computers have a go 

The authors of Nemesis (Bruce Wilcox) and Many 
Faces of Go (David Fotland) have pioneered the comput¬ 
erization of Go. For many years, it was generally consid¬ 
ered beyond the scope of a computer program to play a 
decent game of (To. To someone marginally acquainted 
with Cjo, this may seem surprising. After all, the rules of 
the game are simple. And, in fact, it is quite easy to write a 
program that embodies the rules and allows two people to 
play each other. Producing a computer program that has 
any concept of strategy or tactics and that can determine a 
good move, not just a legal move, is another matter en¬ 
tirely. The difficulties lie in the huge number of possible 
moves at each turn and in quantifying the value of a move 
or the resulting position. The two authors must be con¬ 
gratulated on the progress they’ve made in overcoming 
these difficulties. 

Both authors have been improving the strength of their 
respective programs over the past few years. More impor¬ 
tantly though, they have been improving the programs’ 
ease of use and overall usefulness by adding features to aid 
in the play of the game (like giving hints) and being gener¬ 
ally agreeable Go partners. 
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Do You Have What It Takes 
To Win The Crown? 



Siege&Gonqdesi ' 



(MMn 

SlEGE&CONQUEST. 

King Charles of Bretagne is dead, without a 
clear successor to the throne. In the Middle 
Ages, this means WAR! It’s a war you intend 
to win, and a crown you intend to wear. 
Unfortunately, other inhabitants have the 
same idea. 

CASTLES II: SIEGE AND CONQUEST^ is 
a game of medieval diplomacy, treachery, and 
power. To win, you must survive. To survive, 
you must scout the surrounding territories, 
defeat the native militias, subjugate the land 
with castles, feed and maintain the people, 
forge diplomatic alliances, appease the church 
and unite the land under your iron fist. Did we 
forget to mention the other power hungry 
barons? They’re out to gain the same crown 
and you sit squarely in their path. 

CASTLES II: SIEGE AND CONQUEST is a 
completely new game system, based on the 
best'selling CASTLES™. In addition to 
building castles, you can now siege, attack and 
destroy them. Forge political and military 
alliances with the other computer players, or 
fight and corK|uer them in the fields or in their 
castles. Scout unknown territories, spy on and 
sabotage enemies, recruit infantry and cavalry. 




gather gold and grain, mine for iron, trade for 
timber and stone, research new weapoiuy, and 
pay the church for indulgences ...just a few of 
the fun things that go into a good, medieval 
day’s work! 

■ A c(mil>letely new military, 
administrative strategy game based on the 
best-selling CASTLES™ 

■ Multiple conitmter players 

■ Ability to attack and defend 

■ Different story lines based on which 
personality you play 

■ Multiple ways to play and win 

■ Digitized movie footage 

■ VGA graphics and complete sound board 
support 

To order CASTLES II: SIEGE AND CONQUEST^ 
call 1-800-%9-GAME, or see your local retailer. 

Coming Soon on MS-DOS! 



Interplay Productions 
3710 S. Susan, Suite 100 
Santa Ana, CA 92704 
(714)549^2411 

€> 1992 hntathy Productkms. Mrif^resmied. 
CASTLES: SIEGE AND CONQUEST^ and 

MS-DOS Screens Pictured. CASTLES™ are trademarks of Interplay Pmductkns, he. 
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board consisting of a 
square grid of lines. 

The standard grid is 19 
by 19 but may be 
smaller for quick, 
informal, games. Each 
player has a supply of 
distinctively colored 
markers called stones 
(universally black for 
one player and white for 
the other). Unlike Chess 
and Checkers where 
play is on the squares 
between the lines, in 
Go. play is on the 
intersections of the 
lines. These 
intersections are called 
points, and it is the 
points that make up the 
territory to be 
surrounded. Also unlike 
Chess and Checkers, 
stones are never moved 
(except for being 
removed from the board 
when captured - see 
below). Instead, 
movement’ is 
accomplished by 
extending patterns of 
stones by adding 
additional stones each 
turn. 

Territory is considered 
surrounded if the 
opponent cannot 
capture the surrounding 
stones nor play on the 
points in the territory 
without being captured. 
A stone is captured if it 
has no adjacent 
unoccupied points. 
(Diagonals are not 
considered adjacent.) 
Adjacent stones of the 
same color live and die 
as a unit. The game is 
scored by counting 
each player s 
surrounded territory. 
Captured stones are 
added to the score of 
the capturing player. To 
prevent stalemates, a 
player may not make a 
move which recreates a 
previous board 
configuration. 


Dan sized 

The most obvious question when evaluating such pfx>- 
grams as these is, ‘how good a game do they play?* Go 
playing strength is measured by the ‘kyu’ rating system for 
beginners and casual players. The scale ranges from 35 
kyu for rank beginners who just learned the rules to 1 kyu 
for a very strong amateur players. For stronger, profes¬ 
sional players, playing strength is expressed as ‘dan* rat¬ 
ings, which go from 1 dan up to 9 dan for the very best 
professional players. 

Nemesis claims a playing strength of 13 kyu, and 
Many Faces of Go claims a strength of 15 kyu. My 
experience (as an approximately 10-12 kyu player) is that 
Many Faces of Go is a little stronger overall, although 
Nemesis seems to have the better early game. SiiKe Go 
makes it easy to give the weaker player a handicap, both 
programs can be matched to stronger players by giving the 
appropriate handicap to the program. In short, both play a 
modest game, but both are good enough to give most ca¬ 
sual players a good game. 

Each program supports a mouse-driven interface. This 
is important since it makes the programs easy enough to 
use that it is almost possible to forget that the game is 
being played on a computer screen, and not on a real 
board. Many Faces of Go has the edge here. Its interface 
is easier to learn and its VGA graphics are exceptional. 
Many Faces of Go goes a long way towards bringing the 
aesthetic aspects of the game to the computer screen. 



Both programs pirovide the beginner with an excellent 
introduction to the game; they will give hints when asked 
and will explain reasons for moves. This can be quite 
useful in learning the game. In this respect, Nemesis has 
the edge — it has an excellent method of graphically 
showing its analysis of the board in terms of overall areas 
of control and potential. When used with Wilcox*s In¬ 
stant Go Starter Kit (included with Nemesis), this is an 
excellent way to quickly understarxl many of the important 
aspects of the game, especially the large-scale strategic 
concepts. This will quickly improve the play of any begin¬ 
ner. Instant Go is Wilcox*s term for his theory of Go. 

Another feature useful to the beginner is the ability to 
play back pre-recorded, annotated games. Both 
programs support this, and both come with a few 
annotated games to review. The annotation is 
shown on-screen as the play of the game is pre¬ 
viewed. The annotation shows various possible 
lines of play and discusses their significance. 

Many Faces of Go also irKludes Go problems 
with solutions that are displayed and explained 
on-screen. Ishi Press offers many on-disk anno¬ 
tated games which can be used with both pro¬ 
grams. 

Novices who have progressed a little beyond 
the rank beginner stage will find Many Faces of 
Go*s Joseki Tutor of value. (Joseki are ‘book 
openings’.) Nemesis also has a similar tutor 
called Joseki Genius, but as an extra-cost option. 

Another of Nemesis’ add-on products is Tactical 
Wizard. This is a utility that solves ‘life and 
death* problems. One of the important things a 


beginner needs to practice is tactical ‘hand-to-hand* com¬ 
bat. Problems can be set up on Nemesis* board for Nem¬ 
esis to solve, or Nemesis will analyze a local situation on a 
whole-board setup or as part of a game. 



Nemesis, although not quite as strong a player as its 
competitor, might be the better choice for the experienced 
player because of its additional features and add-on capa¬ 
bilities. For example, Nemesis will display the elapsed 
time for each player and can moderate a game between 
human players over a modem. Nemesis* add-on products 
(Joseki Genius, Tactical Wizard and Scribbler) are inte¬ 
grated into the program and show up as menu options 
within Nemesis itself. Scribbler allows the user to produce 
annotated games for the instruction of others. 

Ishi Press offers a similar utility called GoScribe, 
which is sold as a separate product. Nemesis can read and 
write games saved in the Ishi Press format used by Many 
Faces of Go and Scribbler. This is an import/export ar¬ 
rangement. Nemesis has its own format for saving 
games. Many Faces of Go cannot read Nemesis games 
unless they were ‘exported’ by Nemesis in the Ishi Press 
format Many Faces of Go supports play on 9,11,13,15, 
17, and the standard 19 line boards. Nemesis supports 
only 9, 13, and 19 line boards. This difference mi^t be 
important to some. 

Go which way? 

No serious Go-playing computer user should be without 
at least one of these programs and will probably want 
both. The more casual player who may want to choose just 
one can be guided by the following considerations. Many 
Faces of Go is easier to use, more aesthetically pleasing, 
and plays a slightly stronger game. Nemesis offers better 
instruction in the theory of Go, including an excellent 
booklet and on-screen analysis of board positions and 
optional life-and-death analysis (Tactical Wizard), more 
expansion capabilities, and has some features the serious 
player might find compelling (modem play, timed games, 
universal saved-game format support). Nemesis also has a 
toll-free support line. In short, both are highly recom¬ 
mended. □ 
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BASED UPON 

A STEPHEN KING thriller 


Actual movie scene. 



Detailed qraphics based on the 
movie help set the scenes. 





Gain helpful clues from inter¬ 
action with other characters. 


JHC STAKCUS AKC flMNG A(?AIN JHAF FeAUMCNTS 
e\’L T\vlN, GfCKGe 5TAKK, HAS Kt'TUKNtT IN THIS 
THKILLING CCMaiTtT (SKATHIC ArT'eNTURf GANIC 
FASer ON THO ORION pCTUROS l-XM, FROM THO 

N0\'a FY srerHCN king /.s jhat, a successaii 
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Plot the course of the game 
by choosing Thad's responses. 


ffATUReS. 

. ONaWCAHMAnCNS 
ANraTMT-TlNajH.- 
NGAlMAuPeS 

. rencer soiir ermi:. 
• SKArHClNseNTCn 
reoAvcf os'ai^rTfws 


LOGICAL M\STCRY FCHINT ^0UR C\t T\vlN AS HC 
COMMITS CRIMCS ANT MLIRTCRS COR \sHICH YOU ARC 
FLAMCr. JO rCCCAT HIS C\'IL CORCCS, YOU MUST 
rCTGC THC roucc, UNCOXCR aucs ANT reCOX'CR 


THC SCCRtTOC JHC PARK HALF 
ONLY THCN CAN ICU FRCA’C >'0LR 
INNOCCNCC. SA\’C YOUR FAMID', ANT 
SlU'NCC GCORGC 

STARK FORCXX i ' 


Uj •••'SciJixj 


1 ^ Use collected inventor\^ 

t items to aid in j^our quest. 


• UNICLkf INTt RFACt \vlTH 
rCINT-ANT-CUCKtASe 

THE DARK HALF ^ and & 1992 Oion Pictures 
Corcporation All Rights Reserved TM designates 
a trademark of Orion Pictures Corporation 


^ Stop George Stark's murder 
^ spree before it's too late. 


Capstone 

THE PINNACLE OF- 

ENTERTAINMENT SOFTWARE 


Reader Service No. 104 


See your software dealer or call: 

I -800'468'7226 

FL Res.. (305) 252-9040 
for MC/Visa/AmEx ORDERS 

REQUIREMENTS: IBM and 100% compatible PC Systems. 6^ and 
hard drive. Mouse recommended. VGA (256 colors) and EGA (16 colors). 
Supports SOUND BLASTER. Roland MT-32 and Ad Lib. 

FOR AMIGA: 1 meg memory. 
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Commissioner's Disk 
II for Earl Weaver 
Baseball 

Designed by 

Eddie Dombrower 

Publi shed by 

Electronic Arts 

Systems 

IBM PC and 
compatibles 

Graphics 

MCGA 

Supports _ 

AdLil>compatible sound 

Players 

Multiple 


W ith the release of the 
Commissioner’s Disk II 
add-on to Earl Weaver 
Baseball II and Tony LaRussa’s Ul¬ 
timate Baseball Fantasy Manager 
Disk, Electronic Arts and SSI have 
captured the essence of major league 
baseball management. In fact, one 
could argue that they have done one 


better - created products which cap¬ 
ture all the joys of baseball manage¬ 
ment without the prima donna egos. 
Each is chock-full of baseball utilities 
designed to delight any rotisserie 
league commissioner. 

As add-on programs these products 
should integrate seamlessly into the 
parent program. Fantasy Manager 





<Si^l9T COMBIHrtTIp^ 

X'-'N 




V CYCLE (FIRST THRU URST. THfH FIRST tHRV LRST, ETC.) 

SNAKE (FIRST THRU LRST. THIN LRST THRU FIRST, ETC.) 

RANDOM (DIFFERENT CRDBR ELFIRY TURN) 





gets high marks in this regard. Instead 
of launching itself from a sub-menu 
hidden deep in the program’s structure. 
Fantasy Manager updates the resident 
program menus during installation. 
Had one not known that the expansion 
disk was installed, it would be almost 
impossible to tell that a modification 
had been made to the original program. 

The Commissioner’s Disk, in 
contrast, seems hastily tacked on to 
the original program. One wonders if 
any thought whatsoever went into the 
design of the user interface. To access 
its wealth of features, one has to first 
pull up the main menu, then choose 
Advanced Features. From that menu, 
a third choice finally launches the 
Commissioner’s Disk - but not 
without first requiring the user to 
choose a file from a file-management 
box. Furthermore, the stats import 
facility is not even a part of the 
integrated package, it must be launched 
from the DOS prompt. 

The user interface problems in early 
evidence in the Commissioner’s Disk 
continue throughout the program. 
Frankly, the utilities are hard to use 
because they are presented so poorly. 
In comparison. Fantasy Manager 
suffers no interface problems. Its 
menus are easy on the eye and presents 
information logically. 

Team and player 
editing 

Both programs offer powerful team 
and player editing utilities. To be fair. 
Ultimate Baseball already had a player 
editor, as well as some low-level 
management facilities built in. The 
Fantasy Manager disk improves on 
the original design and adds some new 
twists. All player stats can be modified 
now in either program. In addition, 
they both support a team name and 
team color editor, as well as a home 
stadium selector. The Commissioner’s 
Disk comes packaged with all stadium 
files and a stadium editor. SSI, in 
search of the almighty dollar, offers 
their stadium files as separate 
expansion disks, but does throw in a 
few token stadiums with Fantasy 
Manager. 

The Commissioner’s Disk also 
includes a terminal program which 
hooks into the on-line service. Stats 
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A New Era In Flight! 






SCENERY AND SUPPORT PROGRAMS 

• California Scenery Collection 
• Great Britain Scenery Collection 

For IBM Microsoft Flighi Simulator and Right Assignment: A.T.P. All 
new, highly detailed scenery covering California and Nevada 
(California Scenery Collection) or the United Kingdom and Republic 
of Ireland (Great Britain Scenery Collection). Each three-disk Scenery 
Collection provides an uninterrupted flow of visual scenery, hundreds 
of airports and radio navigation aids. Each includes large detailed 
three-color maps, representative approach charts, and a navigation 
plotter/quasi flighi computer. Retail price: £39.95 each 

• New Facilities Locator 

Breeze your way around the world of IBM Microsoft Right Simulator. 
Right Assignment: A.T.P.. all SubLOGlC Scenery Disks and Scenery 
Collections. NFL instantly transports you to any location in any 
scenery area. Now all computer pilots can appreciate the extreme 
utility of this add-on program for the special low price of only £17.95. 


Sec your dealer. To be placed on our “Computer Flight 
Newsbriefs" mailing list, write to SubLfXiIC/Europe. c/o 
P.D.Q. Distribution Umiled, Unit 2 & 3. Holford Way. Holford. 
Birmingham Bb 7AX. 

thB Computer Flight people _ ^ 


iOofeLOGIC 


COMING SOON! 

• Flight Assignment: Air Force 

The supreme flying experience! Progress from the easy to fly T-37 
trainer to the combat-capable T-38, then advance to the state-of-the-art 
F-16. Free flight plus structured lessons in basic aircraft control, 
aerobatics, formation flying, and visual and instrument navigation 
provide the ultimate in traditional flight simulation, and give you the 
skills to perform a variety of escort, strike and intercept practice 
missions. Retail price: £49.95 

• USA East 

• USA West 

A stunning achievement that you’ll find indispensible! Every paved- 
runway airport and radio navigation aid in the continental U.S., 
combined with all major visuals (cities, roads, rivers, lakes and 
mountains) provide a complete, continuous flying environment for 
IBM Microsoft Right Simulator and all SubLOGlC Right 
Assignment-series simulations. A simple keypress lets you overlay the 
USA visuals with ultra-detailed scenery from SubLOGlC Scenery 
Collections (available separately). Retail price: £49.95 each 

• Rudder Pedals 

Whether you’re making a cross-country flight or trying to center an 
enemy target in your sights, SubLOGlC Rudder Pedals add a gut- 
stimulating realism to most IBM flight/combat simulations. Precision 
machined with steel tubing pivoting on metal bearing surfaces to 
ensure a smooth response to your control inputs, for an unbelievable 
feel in aircraft control. U.S. distribution only. 


Siihl XHlIC, Hijiht AsMgniiK'nl, Sicncr> Disk anil Sccncr>' Collocliim ;in; iradcniarks nr 
rcgislcntl Iraiioinarks ol Siibl (K il( V1ii rosi*tl is a rcj:islcrcil iniilcniark ol MicniMill t inp. 
IHM IS a rcgisicrcil ir.itk'inark ol International Business Machines <’orf. Might Simulator ts 
a registered tradenutrk ol Bnae Ad wick. 
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Fantasy Manager for 
Tony LaRussa's 
Ultimate Baseball 

Desi g ned by _ 

Beyond Software 

Published by 

Strategic Simulations Inc 

Systems 

IBM PC and 
compatibles 

Graphics 

VGA/MCGA 

Supports _ 

AdLib compatible sound 

Players _ 

Multiple 


Inc, forup-to-lhe-minute stats downloads. 
This allows league participants to use 
current player stats in their rotisserie 
leagues. The service costs $20.00 fora 
year’s subscription, plus $0.25 per 
minute while connected. 

Manager profiles 

What would baseball be without 
good management? Boring and 
predictable. To wit, SSI and Electronic 
Arts have included manager profile 
editors in their add-on disks. Each 
allows the player to assign a pre-set 
profile to a computer-controlled team, 
or to create custom manager profiles. 
During game play, the computer makes 
decisions based on the profile selected. 
The Commissioner’s Disk manager 
profile editor has much more detail 
than the one offered by SSI. Fantasy 
Manager does include a feature, 
though, that allows the player to assign 



a profile during draft day. The manager 
for Cincinnati, for example, could be 
set to value good pitching higher than 
good hitting. 

Before the draft, a manager needs a 
way of assessing available talent. Here 
is where the Commissioner’s Disk 


shines. It includes what amounts to an 
ad hoc reporting engine. Want to know 
the third basemens' batting averages, 
sorted highest to lowest? No problem. 
Tell the program to sort by position/ 
highest to lowest, and highlight 
historical batting averages, et Voild! 
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This all new LINKS 386 Pro version of our popular, 
award-winning LINKS golf game offers many dramatic 
improvements that make playing LINKS 386 Pro more 
enjoyable - and gives you exciting new golfing possibilities! 

SUPER VGA Graphics and 386 Power. 

The new LINKS 386 Pro, featuring Harbour Town Golf 
Links, is the first golf game specifically designed for the 
graphic capabilties and computing power of your personal 
386/486 computer system. SLfPER VGA 256-color graphics 
at 640x400 resolution display breathtaking views of LINKS 
Championship Courses. Your friends won't believe that your 
computer looks so good! 

Championship golf at your fingertips. 

A lot of listening went into the new LINKS 386 Pro. 

Many of the new features and improvements were added in 
response to direct requests from LINKS users like you! An 
exciting new feature is our Unique Computer Opponent. 

Play a round of golf and save your game. The new LINKS 
386 Pro recorded every shot you made. Send your game off 
to your buddy and he can play against you right on the 
screen, shot for shot, as if you were right there next to him! 

We’ve also included pre-recorded games from worthy 
opponents, statistics, a variety of game play modes and 
much, much more. 

Over 345 combinations of viewing windows. 


Pro 


Texturing of 
faitM'ays, rough, 
sand, and other 
surfaces adds an 
e.xtra level of 
realism. 


Male and female 
golfers. 


You can use any 
of the 7 existing 
LINKS courses or 
upgrade your 
favorite course to 
the Super VGA 
version. 










DMTON CREEK-FflZlO 
DEFAULT 

Hite: 2 Per: 4 Smtt: 

Ml to M: 97 VD. 


caEi 


IStorttllT 


only 


With the new LINKS 386 Pro you’re not stuck with just one standard viewing window. With a few 
clicks of your mouse you can split the screen giving you a real-time reverse view of your shot to 

the green or add a scaleable top-view that displays the 
flight of your ball. Scorecard, club distance chart, 
terrain profile and other panels give you the flexibility 
to display what you want to view while playing and 
you can change your viewing setup at anytime! 



SOFTWARE INCORPORATED 


4910 W. Amelia Earhart Dr.» SLC. UT 84116 
(800)800-4880 • FAX (801)359-2968 



Award-winning graphics combined with 386 computing power! 


ACTUAL SCREEN CAPTURES 
























































































































SPORTS 


the report is generated. It includes 
columns for minimum at bats, 
minimum innings, and primary and 
secondary positions. Sure, Fantasy 
Manager stores the same data, but 
there is no easy way to retrieve it. 
Furthermore, only limited print support 
is included in Fantasy Manager. The 
Commissioner’s Disk, in contrast, 
allows the user to print any of the 
reports it generates. 

Rotisserie league commissioners 
will be most pleased with the player 
draft features included in both expansion 
disks. Each allows the commissioner to 
set draft order (cycle, snake, or random), 
teams in draft, and players available. 
Fantasy Manager, however, includes 
a player and team salary structure. 
The commissioner can set a team 
salary cap, and then set individual 
player salaries. Many rotisserie 
leagues use salary caps to equalize 
competition. SSI holds an advantage 


over Electronic Arts by offering this 
feature in their expansion disk. 

Draft and player 
trades 

Once draft day is over, managers 
inevitably want to trade players. Both 
programs offer this feature. Again, to 
be fair. Ultimate Baseball already 
had a trade facility. The Fantasy 
Manager disk improves on the origi¬ 
nal by offering up to three transactions 
at a time (instead of two). The 
Commissioner’s Disk adds the abil¬ 
ity to sign free agents, a feature not 
directly supported in Fantasy Man¬ 
ager. 

Both Fantasy Manager and the 
Commissioner’s Disk provide much- 
needed help to anyone running a 
rotisserie league. The player’s 
priorities will help him decide which 
one is worth buying. Fantasy Manager 


offers a pleasing and easy-to-understand 
user interface, as well as a salary 
structure to equalize competition. The 
Commissioner’ Disk is hard to use, 
but has more substance. It includes the 
ability to download stats, a more 
complete set of stadium and manager 
profile options, and unparalleled 
reporting and printing. 

And the winner is... 

For those who own a copy of either 
master program, the decision may 
have already been made. For those, 
however, who don’t currently own a 
baseball game and who are searching 
for a hard-core rotisserie management 
aide, Earl Weaver Baseball II and 
the Commissioner’s Disk is the best 
ball-for-ball, feature-for-feature. It 
may not have the style of Fantasy 
Manager, but it certainly has more 
substance. □ 




by 


the 


improved club 
selection features. 
Automatic club 
selection also 
available. 


1 - 800 - 800-4880 

24 hour FAX# (801)596-9128 

Call toll-free 24 hours a day, 7 days a week, U.S. and Canada 
or visit your local software dealer. 


game itself. 


Real-time split 
. screen views of 
your shot. Great for 
making your 
approach shot to 
the green. 


Satisfaction Guaranteed 

We offer free unlimited technical support by phone. And if 
you’re not completely satisfied, you can return LINKS 386 
Pro within 30 days for a full refund - no questions asked. 

So you've got nothing to lose, but so much golfing 
enjoyment to gain. Try it out! 



Over 345 different combinations of Multiple Viewing Windows you can setup. 


□ Yes! As a registered owner of 
LINKS I want to pre-order my LINKS 
386 Pro featuring Harbour Town for the 
introductory price of $39.95 including 
FREE shipping in US and Canada. (If 
you own LINKS and haven’t registered, 
mail or FAX us a copy of the inside front 
cover of your LINKS manual along with 
your check or credit card information.) 
Offer expires 08/31/92. 


I I Yes! Send me the new LINKS 386 Pro with 
Harbour Town for the IBM 386/486 computer 
for just $69.95 when it’s available. If I’m not 
completely satisfied, I can return it for a full 
refund. FREE air shipping within the U.S. 

Name__ __ 


Address_ 
City_ 


.State_Zip_ 


Day Phone_ 


UT & MN residents add sales tax. 
International shipping extra. 


□ Check enclosed (no cod or purchase orders) 

□ Visa □ MasterCard □ American Express 


Equipment required: IBM or compatible 
586/486 computer with minimum 2 meg of 
memory, SUPER VGA graphics, one or more 
floppy disks, mouse and a hard disk. 


Card # 

Exp. Date_ 
Signature_ 


Guaranteed to work with your 586/486 system 
with Super VGA or your money back. Not copy 
protect^. Free unlimited technical support. 


Mail to: Access Software, Inc 

4910 W. Amelia Earhart Dr. 
Salt Lake City, UT 84116 
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COMMANDER CRUNCH REPORTS FROM 


IHE 


hangar 


Crunch 

discovers some 
tarnished heroes 
and goes diving 
in the Pacific 



ost of the time lately, release 
of a new flight or air combat 
simulation is cause for ceb 
ebration, even if there seem to be more 
bugs in final release versions these days 
than there used to be. However, the 
danger with a particular genre becom¬ 
ing popular is that it inevitably attracts 
a host of ‘me too* follow-on products. 
Enough of these second-rate designs 
can kill an audience’s enthusiasm and 



7^^ Soursi Blaster 
Uaund cards , g^sticki 


lead quickly to feelings of exhaustion, 
frustration and burn-out. Thus the im¬ 
portance of mentioning immediately that 
Heroes of the 357th is a real disap¬ 
pointment: this is not air combat at its 
worthiest. 

Grouch potato 

The problem is not so much with 
flight modeling ~ which seems reason¬ 
able enough compared with, say, Chuck 
Yeager’s Air Combat, the other simu¬ 
lation most similar in design and scope 
to ‘Heroes’; nor is it with graphics and 
sound, both of which are certainly up to 
par in the current arena of solid-fill 
design and digitized sound effects. Nor 
is it with the validity of the conceptual 



background, which is clearly well re¬ 
searched. What limits the design is the 
conception of both the tactical and stra¬ 
tegic structure within which the P-51 ’s 
operation is taking place. 

Eyes front 

To begin with, the software is struc¬ 
tured so that learning of the mission’s 
details, taking off and flying to the 
combat arena, and returning from either 
success or failure are all radically ab¬ 
breviated into a few seconds’ worth of 
movie-style animations. As cleverly and 
effectively animated as these mini-mov¬ 
ies are, after the first couple of viewings 
they end up functioning as just so much 
dead-time prior to engagement in actual 
play. I’m sure Sierra On-Line and other 
companies designing adventures found 
out the hard way, that the last thing a 
computer gamer wants to do is Just sit 
and watch the screen attempt to give 
him some facsimile of what he can get 
off the TV; the lesson has not bc^n 
brought home to the design team of 
Heroes, however. The beginning and 
ending of each mission thus becomes a 
frustrating attempt to get past the ani¬ 
mated sequences with the Enter key as 
quickly as possible. Even with a con¬ 
stant pounding on aforementioned key, 
there’s no avoiding at least a portion of 
each sequence. 

Once reliev- 
edly past the shell 
within which the 
actual flight simu¬ 
lation occurs, the 
second most ap¬ 
palling limitation 
of the design be¬ 
comes immedi¬ 
ately apparent: in 
Heroes of the 
357th, the player 
is stuck with 


simulating a World War II pilot con¬ 
fined rigidly (with a neck brace, no 
doubt) to a forward view only. There are 
plenty of outside view choices available 
to check out the action, but these all 
immediately break the player out of the 
fiction of being seated within the plane; 
in the cockpit, it’s eyes forward all the 
way. 

To heap insult upon neck injury, the 
Auto Pilot option provides another pros¬ 
thetic aid to the simulating pilot which 
serves to further mar the fiction of being 
in a real plane. Auto Pilot is an appar¬ 
ently ingenious means of getting the 
player’s P-51 back quickly to the mis¬ 
sion target once the latter’s been lost 
sight of (very easy if you can’t look 
around, eh?). It controls both steering 
and throttle, and invariably pushes the 
P-51 up to a cheerful, no-sweat 450 
knots, even though without Auto Pilot 
it’ll be a hot day in Helsinki before the 
player will ever get much past 350 (the 
P-51 is rated at a maximum speed of 
437 knots). 

Homage to catatonia 

Then there are the enemy pilots 
themselves. They can be shot down 
using an endless supply of ammunition 
(no way of monitoring how many rounds 
are available or used), go up in a ball of 
flames with a single hit, maneuver like 
late World War II Nazi fighter fodder, 
put the bombers into catatonic shock 
when they engage (no return fire), and 
invariably head off into a steep, 
unfollowable dive as soon as they’ve 
done their dirty work. 

Add to all this the fact that a cam¬ 
paign is simply a series of abstract 
(though historical) missions, the results 
of which are simply tallied up in a 
numerical score, and there’s not much 
more to say about Heroes of the 357th. 
Someone was asleep at the wheel with 
this project. What a shame; the Boys 
deserve better. 
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PRO LEAGUE BASEBALL ... 
COMPUTER SIMULATION GAME 
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Recreated Stadiums 
f 'ni/ftrmed Players. 


lING IIHIME! 

PRO LEAGUE BASEBALL 


TO ORDER CALL 1 (800) 937 7737 • ALL USA ORDERS SHIPPED UPS 2ND DAY AIR. 

Make checks payable to Micro Sports Partners - PO Box 1178 Hixson TN 37543- IBM Is a trademark of International Business Machines - Pr> League Baseball is a trademark of Micro Sports, Inc. 

Reader Service No. 70 


ALSO AVAnABLh:NFL PRO LEAGUE FOOTBALL AND ALL. AMERICAN COl.I.EGE FOOTBALL 




From the makers 
of NFL Pro League 
Football, the highest 
consumer rated football game 
of all-time (Computer Gaming World), comes 
Pro League Baseball — the essence of 
America’s pastime. 

Truly the Triple Play of Computer Ba.seball, 
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Pro League Baseball offers League Play, Head to 
Head Play and True Modem Play, in the most 
statistically realistic baseball simulation of all-time. 

With features galore. Pro League Baseball 
contains 6 Modules giving you complete control 
over your team and the entire league. Be the 
commissioner, owner or manager of todays baseball 
stars, using real players data! 


n MICRO SPORTS 

1 - (800) - 937 7737 





Diving in the 
Pacific 


Dogfights have always been the 
strength of Dynamix air combat efforts, 
but Aces of the Pacific makes a con¬ 
certed effort to incorporate a series of 
historical ground-attack (or rather, ship¬ 
ping strike) missions as well. While the 
boats may look like sitting ducks, the 
two options of either dive or torpedo 
bombing make bagging them ducks 
easier said than done. 

Dive bombing is a blast in AOTP 
(especially if there are no defending 
fighters); heading straight down from 
eighteen thousand feet to, say, eight 
hundred feet before letting fly defi¬ 
nitely exercises the back muscles (live 
dangerously - there’s nothing like the 
exhilaration of trying to pull out of a 
dive like that only hundreds of feet 
above the briny foam). For those less 
inclined to test the rocking strength of 
the rear legs on the chair they’re sitting 
in, dive bombing can alternately be 
played as a precision dart contest from 
a couple of thousand feet up. 

Torpedo bombing has to be the clos¬ 
est to software-simulated hell yet pre¬ 
sented by any air combat simulation. 
More often than not, a torpedo bombing 
mission will involve dealing with vast 
crowds of eager yet hostile onlookers, 
from within a plane that, without wings, 
would probably be happier wallowing 
in the sea next to the ships it’s ap¬ 
proaching than attacking them. Cer¬ 
tainly there is not going to be many 
climbing attacks on the fighters speed¬ 
ing past (a lucky quick nose up can 
sometimes produce results, though), and 
if the approach is being made sensibly, 
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there’s little room above the waves to 
do energy-wasting turns in an effort to 
avoid a rear approach. 

Chip chat 

Fortunately, there’s a little friend in 
back, who gets quite chatty when things 
heat up; following his instructions to 
the letter is always a good idea, and 
checking on him when he grows quiet to 
see if he’s taking an overly extensive 
but well-deserved rest is imperative. 
The rear gunner is an effective defense, 
as approaching one from a fighter in a 
different mission will make clear, espe¬ 
cially if the plane is kept low enough 
that a fighter can’t come in under the 
rear gunner’s range of fire. 1 keep ex¬ 
pecting him to turn around and ask, 
‘Hey Mac; got a light?’ but so far no 
dice. 

Speaking of talking with the com¬ 
puter, one of the nicest additions to the 
design of AOTP is all the in-flight 
conversation when opponents or targets 



are nearby. Of course, it’s necessary to 
remember that this is the 1940’s, and 
fifty percent of the time response to any 
radio messages sent is going to be, ‘eh 
wot?’ rather than ‘Roger. Am attacking 
the fighters.’ In other words, it’s a good 
idea, especially if there are many novice 
pilots in the family, to re-send com¬ 
mands to the rest of the flight, or section 
if the computer-run wingmen don’t seem 
to understand what’s being asked of 
them. 

Feedback howl 

Once the computer wingies do fi¬ 
nally get the message, however, it’s lots 
of fun to watch what they end up doing 
on the mission replay recorder, after a 
mission has been completed. For in¬ 
stance, the player can park the view in 
the middle of the bombing target, and 
both see and hear the computer planes 
make their bombing runs, which more 
often than not will prove quite effective. 
Or, alternately, the computer planes 
can be viewed as they defend them¬ 
selves against opponent fire, to gain 
useful tips from the program itself on 
the appropriate kinds of maneuvers to 
engage in with each particular plane 
(this is especially true with the low ‘n 
slow variety). Only Falcon 3.0 pro¬ 
vides as much entertaining after-mis¬ 
sion feedback in its replay feature. 

Last bit of AOTP advice is, become 
a specialist in a particular plane flying 
Single Missions, and then move on to 
the next one, and then, after learning all 
the planes in a particular service, work 
through a campaign. The design lets the 
player go through the built-in missions 
in any order desired, but the above 
recommendation is likely to provide the 
most mileage. Over and out. □ 
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Quantum OuaMty Producttons, Inc. 


This game Is based on a twelve year old 
tournament series and Includes a highly 
refined yet simple playing system. 

• Gorgeous playing Md and landscapes. 

• Clean and simple Interface. 

• TWo difficutty levels. 


• You control every move and fire of your forces. 

• Superior artificial intelliger>ce. 

• One or two players, human or computer, plus 
play by modem. 

• A wide range of intriguing scenarios. 

• The thrill and sounds of artillery, tanks and 
infantry in action. 
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HARDWARE 


Pro Audio Spectrum 16 
Soundcard 


Speechless 

by Peter Syzmonik 



O ne item missing from even 
the mightiest 486 PC is good 
sound. While Amiga, Atari 
ST, and Mac owners have long enjoyed 
great sound from their machines, DOS 
computer owners have been forced to 
deal with widely varying soundboard 
options and incompatibilities. 


The big three 


Manufactured by 

Media Vision 

Systems 

PC 

Supports 
CD ROM 

Notes 

Comes with a SCSI 
interface built in 


The big three soundcard manufac¬ 
turers used to be Adlib, Creative Labs 
(SoundBlaster), and Roland (with the 
pricey LAPC-1.) Now there is a new kid 
on the block: Media Vision. Their Pro 
Audio Spectrum 16 (PAS-16) gener¬ 
ated a lot of excitement even before the 
first beta unit went out the door. Media 
Vision promised to deliver a full 16-bit 
stereo soundcard with a host of new 
features while maintaining compatibil¬ 
ity with the old 8-bit soundcard stan¬ 
dard. 

The PAS-16 board is very weU de¬ 
signed and a marvel of surface-mount 


technology - no klunky daughterboards 
or heavy soldering here. Installing the 
board is a piece of cake and should take 
less than five minutes. Pop the top off your 
PC and insert the board into any free slot 
(preferably a 16-bit slot for best perfor¬ 
mance.) A CD-ROM drive connector kit 
is available for around $35 direct from 
Media Vision. This feature of the PAS-16 
alone makes it the soundcard of choice for 
CD-ROM owners because unlike 
SoundBlaster Pro’s proprietary SCSI, the 
PAS-16’sSCSlconnectorLs industry stan¬ 
dard and supports just about every CD- 
ROM drive on the market today. 

First the good news 

And now the bad news: installing 
the software drivers can be a real night¬ 
mare. The PAS-16 software driver in¬ 
stallation program and board’s manual 
are terrible. The original manual that 
shipped with the very first PAS-16 
boards elicited screams of protest from 
users. It made little sense, was barely 
legible, and didn’t offer any sort of 
tutorial or meaningful trouble-shooting 
section. A second release of the manual 
is now available free of charge and goes 
a long way towards correcting the prob¬ 
lem. The software is another story. 

The PAS-16 driver installation pro¬ 
gram should check the computer’s DMA 
and IRQ settings and configure the driv¬ 
ers appropriately; it doesn’t. Instead, if 
even the slightest conflict exists, the 
computer crashes without any hint or 
warning as to what went wrong. The 
answer lies in changing the DMA or 
IRQ settings manually using the portion 
of the driver software that will load. 


But experience shows that any 
change in the settings, even to the cor¬ 
rect settings, will cause the computer to 
lock-up. This leads to hours of fun 
changing the settings, rebooting the 
computer, seeing if the new settings 
worked, rebooting and starting the pro¬ 
cess all over again. 

After spending a lot of time on this, 
I decided that this would be a good time 
to try out Media Vision’s tech support. 
The tech support lines were not surpris¬ 
ingly busy. The few times I did manage 
to get through, I was greeted by a voice 
mail message asking me to leave a 
detailed message that would be an¬ 
swered ‘ASAP.’ But even at 8:(X) AM, 
I couldn’t leave any message because 
their voice mail system was already 
fiill! 

Finally, after weeks of this non¬ 
sense, I got a call from Media Vision’s 
tech support. To their credit, after half 
an hour I was up and running. The 
solution was for me to slow down my 
386-20 system to non-turbo mode while 
the software drivers were being in¬ 
stalled. Finally the drivers loaded cor¬ 
rectly and I was in business. After three 
weeks and some 20t- hours of frustra¬ 
tion, I had a working PAS-16 board. 

The PAS-16 soundcard includes true 
16-bit stereo digital audio playback & 
record, a 20-voice stereo synthesizer, a 
4-watt per channel stereo amplifier, 
and a built-in SCSI interface that sup¬ 
ports just about every CD ROM drive 
on the market. The board also comes 
with a pile of software including a MIDI 
sequencer, wave form editor, and text to 
speech synthesizer. The Board is retail 
priced at $299 and can be had via mail 
order for around $220-230. 

The card to play 

My recommendation? In spite of the 
problems I had installing the board, I 
recommend it for anyone looking for a 
versatile and great sounding soundcard. 
Most people I have talked to about the 
board also had experienced some prob¬ 
lems, but once they worked the bugs out 
they didn’t regret the effort. 

Media Vision has hired a number of 
new tech support people and upped the 
number of 800 lines it offers. Network 
users have also been reporting that 
Media Vision is now returning their 
calls within 2-3 days. There is, how¬ 
ever, competition coming down the line 
from Gravis and a new updated 
SoundBlaster Pro. But for now the PAS- 
16 card is the card to beat. □ 
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YOU’VE GOT 
A GAME... 


more ideas than time to turn them all into good stories. 

The situation for game designers and their companies is 
similar. Interesting new game ideas are plentiful. Many of 
them are good, some even outstanding. That isn’t much 
though. Consider a typical game budget. Today, the larger 
companies spend at least a quarter of million dollars mak¬ 
ing a new game. Many games go over a million. The game 
idea, the original proposal, probably cost a few hundred 
I dollars in creation and review time. The moral of all this is 
simple — it is nearly impossible to sell an idea. And if one 
: did sell it, the fetching price would likely be low. 


Alan Smithie 
tells you what to 
do with it 


A ccurate expectations may be the key to the whole 
process of getting a game published. Game de¬ 
signers need to think about what they expect 
before submitting anything. If riches are the dream, I ad¬ 
vise a change of career. The chances of getting rich from 
game design may be better than winning the lottery, but 
the lottery is a much cheaper investment. Fame, even 
within the narrow confines of computer gaming, is simi¬ 
larly fleeting. 1 suggest that goals loftier than personal 
satisfaction and a decent living are quite possibly too high. 

Note that these are personal goals. Designers should be 
sure that they have defined their expectations for their 
publisher as well. A short list should include: adequate 
compensation, retention of author’s copyrights, a say in the 
development, distribution, packaging, and marketing of 
the product, and recognition within the game. A designer 
may not require all of the above, but they should think 
about them before making a submission. An unprepared 
designer may be so overwhelmed by any offer of accep¬ 
tance that they are unable to make a sensible business 
decision about whether or not the offer makes sense. Set¬ 
ting expectations beforehand can prevent this from being a 
major problem. 

Getting a head in business 

Computer gaming is a business. A fun one, yes, but 
still a business. If the designer doesn’t recognize this, be 
sure that the companies do. The lesson: make sure your 
submission will appeal to the publisher’s business in¬ 
stincts. First and foremost, that means that the proposed 
game should appear to be profitable without fail. Most 
designers think that this means selling the game’s poten¬ 
tial popularity. This is the wrong approach. Business 
people are conservative. They are rarely willing to gamble 
on the alleged popularity of a new game by an untried 
designer. Or even an experienced one. Better by far to 
show how a game submission minimizes a publisher’s risk 
(cost) while promising significant revenues (see the fol¬ 
lowing paragraphs below for thoughts on how to do this. 

Ideas are Cheap 

1 am going to digress for a moment and talk about 
fiction writing. There are few published authors who have 
not heard one or more acquaintances lament that they have 
a great idea for a novel, but don’t have the time to write it. 
Some of these writer wannabes even have the chutzpah to 
suggest that their writing friends create the novel for them. 
Ideas are cheap. Any writer worthy of the name has 


Sell games, not concepts 

The way around this is simple in concept, if not execu¬ 
tion. A company won’t bother with ideas, but they may 
look at complete games. A complete game is not a floppy 
disk and one page of instructions. A complete game should 
include the following: a complete working game, complete 
documentation on installation and setup (in English or a 
reasonable facsimile), complete documentation on game 
play, and hints on strategies or a walkthrough for adven¬ 
ture and role-playing games. 

In addition, a self-running demo is a very good idea and 
is more likely to be seen than most of the game. Compa¬ 
nies can’t afford the time to play a game in its entirety, so 
a demo is a major asset. Particularly if it is slick and atten¬ 
tion grabbing. Watch film trailers for an idea on how this 
works. Notice that few trailers try to tell the story of the 
film. They tease with fast images and a hot soundtrack. 
They tantalize, never explain. The game is the explana¬ 
tion, the payoff Use the demo to get the company in¬ 
trigued enough to take the game seriously. 

Professionalism is key to all of this. The game must 
work as advertised. Ditto for the demo. The documentation 
must be accurate, proof-read, and nicely laid out. Dia¬ 
grams are nice, but not required. What is required is a 
decent layout, laser printing (pay someone to do this if 
necessary), and reasonable typography. Some hints on the 
last: don’t use Courier, don’t use a dot-matrix printer, do 
use a standard serif font for body text (Times Roman may 
be plain, but it is readable). Appearances may only be skin 
deep, but companies will judge the submitter by what they 
can see and read. If the game bombs after the opening 
screen or the documentation looks like a grade D high 
school essay, the submission will be round-filed without 
regret. 

Legal ease 

I have touched on some legal considerations earlier, 
and some find such di.scussions boring. Take heed, though, 
this may be the most important advice in this article. De¬ 
signers should know their rights and liabilities. Some 
companies ask that designers sign a release form assigning 
all rights to the product and characters contained therein to 
the publisher. Others treat submissions as their property 
once they are opened. Know a company’s policies on 
submissions before sending anything (even a proposal). 

Royalty arrangements differ from company to company. 
Some calculate based on a set figure per unit sold, some 
calculate on a floating cost adjusted for marketing, inven- 
toiy, slow sales, or whatever. Some companies only count 
domestic sales, not international. Some count only the 
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PUBLISHING 


sales on the initial platform. The variations are endless 
and the novice can easily be tripped up by them. Know 
also that some companies will offer advances on royalties. 
These sound attractive, and often are. However, these 
same companies will often offer a higher royalty rate if no 
advances are taken. 

Be sure that a contract is created and agreed upon as 
early as possible. Having a boilerplate contract available to 
give to the company won’t hurt, but chances are that the 
publisher’s own legal staff will create the contract. Be sure 
to have a lawyer review each draft before proceeding. The 
contract should not only set royalty rates and assign rights. 
It should also clarify who bears the cost of package design 
and marketing. It should also specify how much will be 
spent on marketing the product and how it is to be tested, 
distributed and supported. 

Customer support and maintenance of a game are par¬ 
ticularly tricky issues. Most designers don’t even contem¬ 
plate these issues until shipping time. This is far too late. 
Maintenance of a shipping product rarely produces more 
income. Usually it simply takes time away from the next 
game. But many companies require the original creator to 
support the product if revisions are needed. Be sure the 
contract assigns compensation and a time limit for this 
task. 

Technicalities 

Now that I’ve frightened everyone with the legal mo¬ 


rass of independent game design, it’s time for a breather. 
Here are some thoughts on the technical side of game 
design. Know the market of the target platform. For ex¬ 
ample, games for the PC must sport VGA graphics to gain 
shelf space today. Don’t bother submitting an EGA game. 
Similarly, mouse and sound card support are de rigeur. 

For the Macintosh, System 7 support and color support are 
requirements. The game should also run on older Systems 
(at least System 6.0.4) and run under MultiFinder. For the 
Amiga, ensure that the game runs properly on slower 
Amigas and under the new 2.04 ROMs, and that it is hard 
disk installable. 

Also know that on every platform, audio and visual 
glitz are increasingly important. Not only must the game 
be ftin, it must also be spectacular. At least in the introduc¬ 
tion. Animation is in, text only games are out. I am not 
defending this trend, only pointing it out. If a game is to be 
accepted by a publisher and pushed aggressively by the 
publisher, it must fit into today’s market. 

The fun factor 

Finally, despite all the warnings, have fun. If the above 
seems too burdensome, stick to shareware. If the designers 
aren't having fun, chances are the games they create won’t 
be fun. Keep a cool head, play it smart, hand off legal 
problems to the lawyer, and sign with reputable compa¬ 
nies. The designers may not get rich, but if they’re having 
fun, then it was worth it. □ 
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REBOUND 


US readers write 
to^ _ 

Strategy Plus Inc 
217 Union St 
Burlington VT 05401 
Fax: 802 660 8864 


European readers 
should write to: 

Strategy Plus 
Harley Buildings 
11 Old Hall St 
Liverpool L3 9HT 
UK 


Hallo sailor! 

I am a graduate of Coleman College 
here in San Diego with a degree in 
computer science. I am also a an avid 
wargamer and have been for over 15 
years. 

I am concerned about two reviews 
and I have to express my opinion. The 
reviews are of Carrier Strike (issue 
20) by David Bolton and Dreadnoughts 
(issue 19) by Sandy Eisen. My concern 
is that though I agree with some of the 
criticisms put forth in their articles, I 
feel there may be not enough positive 
things said about the games, thereby 
hurting the industry. For example, in 
the Dreadnoughts review the author 
writes ‘Another major failing of...’ 

I would like to know 1) how many 
hours were spent in actual playing time 
and the scenarios played, and 2) what 
are the reviewers credentials? 

Tom Swenson 

San Diego 

CA 92129 

I have been playing strategy games 
since 1961, and I have designed a soon- 
to-be-released WWl naval game. I 
would like to make several points about 
your recent reviews of Dreadnoughts 
and Carrier Strike. Having played both 
games extensively and analyzed them 
in depth, my sense is that neither re¬ 
viewer played them very much. The 
depth of the evaluations seems to stop 
after a perusal of the interface. What are 
the credentials of the reviewers? How 
long did they play the game? 

There were several inaccurate state¬ 
ments in the reviews and many of the 
complaints were about details not criti¬ 
cal to the game’s purpose of presenting 
a recreation of an actual historical situ¬ 
ation. It would be more valuable if you 
were able to offer a list of these minor 
problems to the developer for a revi¬ 
sion. As it is the developers who put so 
much energy into the games primarily 
for the love of the subject will probably 
feel frustrated and unappreciated. Hope¬ 
fully they will not be discouraged from 
going on. 

I would like to emphasize some of 
the points your reviewers failed to ap¬ 
preciate: Dreadnoughts is the world’s 
first game to cover this subject, first to 
present 3-D ships, beautifully recreates 
command problems, has a reasonably 
challenging AI when compared to most 
games, excellent fog of war, etc. 

Carrier Strike is the first historical 
game to graphically show weather, first 


to present carrier operations, etc. Con¬ 
structive criticism benefits everyone. 
Improvements can and probably will be 
made to suggestions offered in a sup¬ 
portive way. Similarly, we need to avoid 
reviews which are just advertisements. 
Please print additional reviews of these 
two games that focus on the primary 
attributes of historical simulations: re¬ 
alism, historical accuracy, and a strong 
computer opponent. 

Paul Shaffer 

San Diego 

CA 92109 

/ guess there must have been a stamp 
sale in San Diego this month. For your 
information, both David Bolton and 
Sandy Eisen are graduates from the 
University of Game Reviewers. David 
used to work for British Aerospace, but 
has recently been seen hanging around 
sailors bars. 

The quote ^another major failing*, 
applied only to the interface. Far from 
being a totally negative review, 1 would 
refer you to such comments as *an 
excellent core for further development*, 
*can be strongly recommended to 
war gamers lookingfor a sound historic 
approach to the topic*, *will be played 
and enjoyed by those interested in the 
subject* - hardly the sort of stuff to have 
the designers reaching for the anti de¬ 
pressants. 


Faith no more 

When I first bought a PC, I said 
that’s it, no more games, but I have to 
admit that I got hooked when I read your 
article on Planet’s Edge. The game is 
fantastic and there’s so much of it. 
However, there are some bugs so I feel 
your readers should know the follow¬ 
ing: 

1) You have to press ‘O’ to orbit a 
prime planet and not just use Navigator. 

2) Do not beam down to Acamar II, 
this will crash your system and you will 
have to reinstall the program. There are 
no clues there anyway. 

I would like to know how to discover 
what is in the crates being transported 
j to Komephoros III before opening them. 

I Can anyone help? I am willing to ex- 
I change information. Is New World plan¬ 
ning to produce an upgrade for Planet’s 
Edge? I have little faith in software 
companies any more. 

Raymond Robidoux 

Cornwall, Ontario, 

Canada 


Have there been games based on the 
Alien and Star Wars movies. Also, could 
you please help me with the following: 
InX-Men: Madness in .Vlurderworld, 

I how do you enter the trap door in the 
ceiling? In Nightbreed 1 need help 
getting through the maze section of 
midian. Finally, in Secret of the Silver 
Blades, how do you defeat the Dreadlord 
and his army in the Dreadlord’s cham¬ 
ber of the castle? 

Craig M Rhodes 

New Wells, MO 63768 

/ regret that we cannot supply spe¬ 
cific game hints. Howe\'er, if any read¬ 
ers can supply answ^ers to these ques¬ 
tions we would be happy to publish 
them. Depending on response, we would 
be willing to start up a Q dc A page so 
that readers may help one another. 

New World have no plans to pro¬ 
duce an upgrade for Planet*s Edge. 
There are no computer games that we 
know of based on the Star Wars movies, 
but check out Dark Seed, the artn^ork of 
which emanated from H R Geiger, the 
artist responsible for much of the set 
design in Aliens. 

We’re back! 

During our move to the US a 
number of readers letters got lost 
and we miss them terribly. But the 
good news is that we've opened 
an office in Liverpool so there’s no 
excuse not to keep up the abuse. 

Perhaps European Amiga owners 
are weary of complaining about 
the PC. If so, they should be 
rejuvenated by the article on page 
36 which features a UNIX game 
and which dares to Imply that this 
operating system might be better 
than Workbench 2.04! Well, what 
are you waiting for? Write to: 

Strategy Plus, Harley Buildings, 

11 Old Hall St. Liverpool L3 9HT 
UK. 

US readers should have nothing to 
complain about but nevertheless 
they can write to: Strategy Plus, 

217 S Union St, Burlington, VT 
05401. 

Opponents wanted 

Looking for modem opponents in 
the Illinois area for the following 
games: Command HQ. Perfect 
General. Global Conquest. 

Tel Joel Seldal: 708 782 62667. 
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HILL STREET BLUES is the most honored series in the 
history of television with the stunning accomplishment of 26 
Emmy Awards and numerous other international awards. 

Now you can finally play the computer game in this 
re-created computer simulated city of Hill Street. 

You take on the role of “Captain Frank Furillo” and by 
deploying the police officers under your control, you solve 
and control the crime rate. With help from nine of the most 
famous characters from the TV series, you can interact 
with up to nine crime incidents simultaneously, ranging 
from muggers to bank robbers, drug pushers and murder¬ 
ers. So "REMEMBER, LET’S BE CAREFUL OUT THERE!" 


Digitized Pictures and Sounds From The 
TV Series 

Fantastic 256 Color VGA 3-D Graphics 

Intelligent City System Complete With 
Traffic Lights, Subways, Trains, And 
Dver 300 Different Vehicles 

Over 400 Male and Female Pedestrians 
With Individual Characteristics. Some 
Nice, Some Nasty. 


IBM VGA screens shown. Pictures of the actual TV series have been used with permission 
from MTM Production. Available for IBM PC/XT/AT, Tandy and 100% Compatibles with 
512K and VGA/MCGA (256 colors). EGA (16 colors). Tandy (16 colors) or CGA. Supports 
Ad Lib and Soundblaster. Also available on AMIGA and ATARI ST. APPLE MACINTOSH 
version available soon. Visit your local dealer or call toll-free 1-800-783-8023 
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CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 


IBM STRATEGY 


IBM STRATEGY 


IBM STRATEGY 


IBM WARGAMES 

IBM ADVENTURE 

IBM ADVENTURE 

IBM SPORTS 


IBM SPORTS 


A Tram 

$42 

Objection Enh 

$89 

Traders 

$29 

Patton Strikes Back 

$27 

Gamma Force 

$ 6 

Search tor the King 

$24 

International Sports Ch 

$29 

ML Basketball 

$28 

Ancient Art ol War 

$29 

Omega 

$30 

Utopia 

$31 

Prelude to Jutland 

$26 

Gateway 

$36 

Seen Monky Isind 1 

$23 

J Conners Pro Tennis 

$32 

ML Personal Pro Golf 

$28 

Ancient Art War at Sea 

$29 

Operation Combat 

$12 

Viking Fields of Conqst 

$37 

Red Lightning 

$12 

Godfather 

$32 

Seen Monky Isind 2 

$38 

Joe Montana Football 

$31 

ML Football Deluxe 

$39 

Ancient Art War in Sky 

$34 

Overlord 

$24 

Visions ol Aftermath 

$12 

Return to the Falklands 

$28 

Gold Rush 

$15 

Sex Olympics 

$24 

John Elways QB 

$ 6 

Michael Jordan Fit Sim 

$44 

Are we there yet? 

$17 

Pacific Theater of Oper 

$42 

Warlords 

$24 

Rising Sun 

$26 

Grail Quest 

$27 

Sex Vixens from Space 

$12 

Lakers v Celtics 

$19 

Mike Ditka Football 

$32 

Armada 2525 

$32 

Pertect General 

$34 

Warlords 2 

$42 

Rommel at El Alamein 

$36 

Hare Raising Havoc 

$32 

Sierra Adventure Bundle 

$39 

LH 3 in 1 Football 

$30 

Mini Putt 

$9 

Bandit Kings of China 

$37 

Perfect General Disk 2 

$23 

Worlds at War 

$29 

Rommel at Gazala 

$36 

Harley Davidson 

$12 

Shogun 

$12 

LH Boxing 

$30 

MUDS 

$19 

Battle Isle 

$32 

Populous 

$21 



Rommel North Africa 

$24 

Heart of China 

$34 

Sinbad 

$12 

LH Boxing Contenders 

$16 

NASCAR Challenge 

$31 

Big Business 

$24 

Populous Promise Land $14 

IBM WAR6AMES 

Rorke’s Drift 

$34 

Heimdall 

$19 

Snoopy 

$9 

LH College Basketball 

$30 

NFL Challenge 

$60 

Breach 2 EnharKed 

$19 

Populous 2 

$38 

Action North Atlantic 

$26 

Second Front 

$36 

Hostage 

$9 

Space Quest 1 

$19 

LH Full Count Baseball 

$30 

NFL 1984 - 1987 Ea 

$15 


I 


CONQUEST OF 
JAPAN' Is a min¬ 
iature-style war 

sirruf^licn inwtiicti 
ycu start with 5 ran- 
doTiy placed cities 
and hire armies in 
order to conquer 
Honshu. Japan's 
main island Fea- 
^jres real time com¬ 
bat, colorful anima¬ 
tion authentic troop 
formations, strate¬ 
gic f tanning, and In¬ 
dividual troop 
mcivc-mvnl $34 


Action Stations $29 

Action Stations Scenario $14 
Air Raid Pearl Harbour $26 

Amer Civil War 1 $22 

Amer Civil War 2 $22 

Amer Civil War 3 $22 

Banzai $19 

Battle of the Atlantic $36 

Battle of Auslerlitz $12 

Battle Stations $26 

Battles of Napoleon $24 

Battleship BismarK $26 

Battle Tank Barbarosa $36 

Battle Tank Kursk $36 

Blitzkrieg Ardennes $24 

Borodino $30 

Bravo Romeo Delta $34 



TASK FORCE 
Jl942' gives you a 
chance to c-omr-ar^Q 
afteeloldes''Cyers, 
cruisers, and bar« 
ships against ag- 
mressive r-nerri» 
forces in the South 
Pac.'tic. Features nig*-it 
Icombat. realistic 
weather conditions, 
blindtngexplos'ons. 
(lares, torpedoes, 
ability to send or¬ 
ders to ships & con¬ 
voys, and VGA 
g-'aphics $39 


Space Quest 3 $34 

Space Quest 4 $39 

Space Quest 5 $39 

Space Quest Bundle $39 

Spaceward Hoi $38 

Spaceward Ho< WIN $38 

Spellcasting 101 $19 

Spellcasting 201 $36 

Spirit of Excaiiber CD $39 

Star Trek 5 $12 

Star Trek 25th Aniversry $36 
Star Trek NxtGeneratn $46 

TMNT Arcade $25 

TMNT Adventure $32 

Time Quest $19 

Train $ 6 

Uninvited $ 9 



Breach 2 Scenario Disk 

$15 

Power Monger 

$34 

Campaign 

$29 

Seventh Fleet 

$36 

Hound of Shadow 

$17 

Universe 1 

$34 

LH Hockey 

$30 

Buzz Aldrin Race to Spe $42 

PowerMonger WW1 

$21 

Carriers at War 

$39 

Stalingrad Campaign 

$36 

Indy Jones LCrsd vga 

$27 

Universe 2 

$34 

LH Pro Basketball 

$30 

Carrier Command 

$9 

OOP Bundle 

$59 

Carrier Strike 

$42 

Storm Across Europe 

$12 

Indy Jones Fate Atlantis $38 

Universe 3 

$34 

LH Team Disks 

$15 

Castles 

$36 

Railroad Tycoon 

$34 

Charge Light Brigade 

$34 

Third Reich 

$27 

Isle of Dr Brain 

$29 

War in Middle Earth 

$15 

LH League Leaders 

$15 

Castles Disk 1 

$19 

Rampart 

$27 

Civil War SSI 

$42 

To The Rhine 

$36 

Jack the Ripper 

$38 

Where Amreas Pst CSD 

$37 

LH Utility Disks 

$15 

Castles 2 

$36 

Reach for the Stars 3 

$19 

Conflict: Korea 

$36 

Typhoon of Steel 

$12 

James Bond Stealth Aft 

$34 

Where Europe CSD 

$30 

Links Golf 

$29 

Centurion 

$19 

Realms 

$29 

Contllcl: Middle East 

$36 

UMS2 

$19 

King's Quest lEnhncd 

$34 

Where USA CSD 

$30 

Links Golf WIN 

$39 

Civilization 

$39 

Renegade Legion intrepi $12 

Conflict in Vietnam 

$12 

UMS 2 Civil War 

$24 

King's Quest 2 

$15 

Where World CSD 

$27 

Links Disk 1 Bountiful 

$17 

Civilization Master Ed 

$45 

Revolution 76 

$29 

Decision at Gettysburg 

$29 

UMS 2 Desert Storm 

$24 

King's Quest 3 

$15 

WherWrId CSO DIxCO 

$64 

Links Disk 2 Firestone 

$17 

Command HQ 

$19 

Rider ot Rohan 

$19 

Dreadnoughts 

$42 

UMS 2 Planet Editor 

$28 

King's Quest 4 

$34 

Where Time CSO 

$30 

Links Disk 3 Bay Hill 

$17 

Conquered Kingdoms 

$36 

RoboSport WIN 

$37 

Dreadnoughts Bismark 

$29 

V for Victory 

$38 

King's Quest 5 vga 

$39 

Wierd Dreams 

$12 

Links Disk 4 Pinehurst 

$17 

Control ol the Seas 

$32 

Romanc 3 Kngdm 1 

$42 

Dreadnoughts: Ironclads $29 

War in the Falklands 

$26 

King's Quest 5 WIN CO 

$42 

Wonderland 

$19 

Links Disk 5 Dorado 

$17 


Crisis in the Kremlin $39 
Dark Star 
Dino Wars 
Diplomacy 
DRAGON Force 
Dune 
Errtpire 

Empire Deluxe 
Final Conflict 
FireTeam 2200 
FireTeam Const Kit $25 

Fort Apache 
Full Metal Planet $31 

Gemfire 
Genghis Khan $37 

Global Conquest $39 

Global Effect 
Gold of the Americas $12 

Imperium $26 

Inindo $37 

Koshan Conspiracy $32 

Legions of Krella $38 

Lemmings $32 

Lemmings Data Disk $19 

L’Empereur $37 

Liberty or Death $37 

Lost Admiral $34 

Lost Admiral Scenario $23 

Lost Admiral Enhanced $38 

Lost Patrol $12 



Romanc 3 Kngdm 2 $42 

Rules of Engagement $37 

Rules of Engagement 2 $38 

Second Conflict WIN $34 

Seven Cities of Gold 2 $38 
Siege $38 

Sim Ant $37 

SimCity $29 

SimCity for Windows $37 

SimCity Graphic 1 $23 

SimCity Graphic 2 $23 

SimCity Terrain Editor $15 



'GRAND SLAM BRIDGE 2' improves on the origif^i to 
provide the most complete bridge program ever. Includes 
tutorial hands, practice mode and hints for new players. Sup- 

$32 


Fall Gelb $36 

Fifth Eskadra $36 

Fire Brigade $34 

Fleet Med $36 

German Raider Atlantis $26 
Gettysburg Turning Pnt $36 
Golan Front $36 

Grand Fleet $36 

Great Naval Battles $42 
Grey Seas, Grey Skies $39 
Halls of Montezuma $24 
Harpoon $25 

Harpoon Set 2 $19 

Harpoon Set 3 $19 

Harpoon Set 4 $24 

Harpoon Designr Series $32 
Harpoon Editor $27 

Harpoon Challenger Pak $42 
In Harms Way $36 

Kampfgruppe $37 

Kriegsmarine $36 

Kursk Campaign $36 
MacArthur's War $29 
Main Bttle Tank C Grm $36 
Main Bttle Tank N Grm $36 
Main Bttle Tank ME $36 
Malta Storm $36 

Man of War $36 

Mare Nostrum $26 


Warship Changed Hist $26 
$12 
$36 
$24 

IBM ADVENTURE 
Advnts Willie Beamish $34 
Advnts Willie Beamish 2 $39 
Altered Destiny $34 

An American Tail $29 
Attack Pack $42 

Castle of Dr Brain $29 

Castle of Dr Brain 2 $29 

Chambr Sci Mutant Prst $25 
Code Name Iceman $15 
CodeName Iceman 2 $39 

Colonel Bequest $15 
Colonel Bequest 2 $34 

Conquests of Camelot $15 
Conquests of Longbow $39 
Conspiracy Deadlock $34 
Countdown $37 

Covert Action $29 

Crime Does Not Pay $29 

Crime Wave $37 

Cruise for a Corpse $34 

Cybercon 3 $29 

Dark Half $36 

Dark Heart of Uukrul $34 
David Wolf Secret Agnt $15 



King's Quest 6 vga $39 

KGB $19 

Lane Mastodon $ 9 

Laura Bow 2 $39 

Leather Goddesses $12 

Leather Goddesses 2 $42 

Legend of Kyrandia $35 

Leisure Suit Lrry 1 vga $17 
Leisure Suit Lrry 2 $34 

Leisure Suit Lrry 3 $24 

Leisure Suit Lrry 5 $39 

Leisure Suit Lrry Bundle $39 
Light Quest $32 

Loom $19 

Lord of the Rising Sun $34 

Lost in LA $37 

Lost File Sherlock HIms $38 
Lost Treasures Infocom $42 
Lost Treasures lnlocom2 $32 Zak McKracken w/HB $18 

Magnetic Scrolls Bundle $24 Zeliards $15 

ManhunterNY $28 Zombie $12 

ManhunterSF $15 

Maniac Mstsion $18 IBM SPORTS 

Martian Memorandum $37 4D Boxing $17 

Mean Streets $37 4th & Inches $ 6 

Mixed Up Mthr Goose $29 ABC Boxing $32 

Mixed Up Fairy Tales $29 ABC Mon Night $34 

Nebulas $27 Ail American College Fb $36 

Oregon Trail $28 All Star Sports Pak $34 

Out of this World $36 APBA Baseball $28 

APBA Encyclopedia $34 



F15 STRIKE 
EAGLE 3' will 
challenge even 
seasoned pilots. 
Includes a new vi¬ 
sual system that 
blends 30 poly¬ 
gon and bitmapp^ 
graphics Fea¬ 
tures campaign 
mode.2pt^ead- 
to-head by modem, 
and 2 player coop¬ 
erative in separate 
planes or in the 
sameFIS $44 


Links Disk 6 Brin Creek $17 
Links 386 Pro $42 

Links 386 Course Disk 1 $20 
Links 386 Course Disk 2 $20 
Links 386 Course Disk 3 $20 
Links 386 Course Disk 4 $20 
Links 386 Course Disk 5 $20 
Links 386 Course Disk 6 $20 
Low Blow $12 

Madden Football $21 
Madden TD 89 & 90 $16 

Madden Football 2 $32 


AMAZON' re¬ 
captures the fun of 
the 1950’s drive-in 
iTwvies Travel to 
unexplored regions 
ofthe Amazon, fight 
10 foot ants, and 
Tind emeralds sto¬ 
len by Cortez Amaz- 
ingcinematiceflects 
such as multiple 
camera angles, 
flashbacks, zooms, 
pans. & fades Fea¬ 
tures full digitized 
voices & sound ef¬ 
fects. $39 

NFL 1988 - 1991 Ea $22 
NFL Preseason Disk $22 
NFL All Star Teams $22 
NFL College Alumni $22 
NFL College Teams $19 
NFL Dream Teams $20 
Na Greatest Teams $22 
NFL Rosier Editor $20 
NFL Situation Editor $20 
NFL Chalinge Prem Ed $59 
NFL Football $31 

NFL Proieague Football $19 
Nickiaus Signature Edit $39 
NicklausSE Clip Art $24 
Nickiaus Greatest 18 $27 

Nickiaus Unlimited Golf $27 
NG Clip Art $17 

NG Course Disk 1 $15 

NG Course Disk 2 $15 

NG Course Disk 3 $15 

NG Course Disk 4 $15 

NG Course Disk 5 $15 

Over the Net Volleyball $24 
Pete Rose Baseball $ 9 
PGA Tour Golf $32 
PGA Tour Golf WIN $38 
PGA Tour Golf Diski $17 
PGA Tour Golf UdEdt $45 
Playmaker Football $29 
Power Hits: Sports $32 
Pro Football Analyst $29 
Road to the Final Four $37 
Reel Fish'n $12 

Serve & Volley $12 
Skate or Die $15 

Ski Of Die $16 

Sport of Kings $15 

Summer Challenge $34 
Super Car Pack $37 
Team Suzuki $15 

Tennis Cup $32 

Tie Break Tennis $14 


JOHN MADDEN 
F00TBALL2'im- 
proves on one ofthe 
most popular fool- 
pllgames available 
with a new 30 per¬ 
spective. play-by- 
play analysis, an 
icon menu, instant 
replay, and even 
help from Madden 
himse'i Other fea- 
tu’es include player 
ratings, match-ups 
njuries. field con- 
J'ltions. & ability to 
design plays. $32 


APBA General Manager $29 

APBA Micro Manager $32 

APBA Slat Master $29 

APB.A Wizard $29 

APBA 1908 - 91 Ea $21 

APBA Basketball $28 

APBA Bowling $19 

APBA Football $49 

Basketball Challenge $28 
B bail Ch. 1987 - 88 Ea $13 
B ball Ch. 1989-90 Ea $17 
Bo Jackson Baseball $32 
Cycles Grand Prix $28 
Daily Double Horse $19 
Days of Thunder $24 
Dirk's Baseball Encycipd $19 



•MERCENARIES' IHsyouc; 

interplanetary combat missions, 
alien has their own personality, 
with the built in scenario editor, 


a group ol soldiers on 
Each mercenary, civilian, and 
Produce your own missions 
$38 


Medieval Lords 

$14 

SimEarth DOS 

$41 

Midway 

$26 

Deja Vu 2 Lost In LV 

$12 

Plan 9 from Outer Space $31 

Games Winter Chling 

$34 

Magic Johnson FsiBrk 

$ 6 

TKO Boxing 

$ 6 

Medieval Warriors 

$15 

SimEarth WIN 

$41 

Moscow Campaign 

$36 

Die Hard 

$28 

Police Quest 1 

$24 

GFL CharrH) Football 

$9 

Mario Andretti Racing 

$17 

Tom Landry Football 

$29 

Mega Lo Mania 

$31 

Star Control 

$29 

North & South 

$27 

Don't Go Alone 

$6 

Police Quest 2 

$34 

Grand Prix Circuit 

$17 

MLBasbIMUSAToday $31 

Tony LaRussa Basebii 

$29 

Mercenaries 

$38 

Star Control 2 

$37 

Northern Fleet 

$36 

Duck Tales 

$15 

Police Quest 3 

$34 

Greens 

$34 

ML Basbil 4 Analyst 

$25 

T LaR Fantasy Managr 

$15 

Merchant Colony 

$34 

Startleet 1 

$29 

Operation Overlord 

$36 

Earthrise 

$9 

Power Hits: Movies 

$32 

Gretsky Hockey 2 

$34 

ML Basbil 4 Fantasy Mg $2S 

T LaRussa AL Stadiums 

$15 

Millenium 

$24 

Startleet 2 

$38 

Pxific Storm Midway 

$36 

East v Wesl:Berlin ‘48 

$9 

Prince ot Persia 

$25 

Gretsky League 

$26 

ML Basbil 4 General Mg $19 

T LaRussa NL Stadiums 

$15 

New World Order 

$38 

Strategic Forces 

$19 

Pacific Storm Solomons 

$36 

Eco Quest 1 

$34 

Rex Nebular Cos Gen B 

$39 

Hardball 2 

$28 

ML Basbil Mngr's Chllng$19 

T LaR Teams1901-68 

$15 

Nobunagal 

$37 

Sword of Aragon 

$28 

Panzer Battles 

$22 

Felony 

$6 

Riftwar Legacy 

$39 

Hardball 3 

$34 

ML World Series Disks 

$17 

Weaver Baseball 2.0 

$32 

Notxjnaga2 

$37 

Task Force 1942 

$39 

Patriot 

$38 

Free DC 

$24 

Rise ot the Dragon EGA 

$29 

Hole in One Mini Gott 

$12 

ML TD 1982 - 1990 Ea 

$17 

Weaver Commisnr 2.0 

$21 

Nuclear War 

$12 

Theatre of War 

$32 

Patriot Battle Sets Ea 

$24 

Future Wars 

$28 

Rise of the Dragon 

$34 

Hole in One Course Disk $ 7 

ML All Stars 

$17 

World Circuit 

$34 

Objection 

$34 

Theatre Sets 

$21 

Patriot Editor 

$27 

Galleons of Glory 

$24 

Rocketeer 

$32 

Indianapolis 500 

$17 

ML Franchise Disks Ea 

$20 

World Class Soccer 

$28 
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CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 


IBM TRADITIONAL 


IBM TRADITIONAL 


IBM TRADITIONAL 


HINT BOOKS 


IBM ROLL PLAYING 


IBM ROLE PLAYING IBM ACTION/ARGADE IBM ACTION /ARCADE 


3D Pool 

$12 

Living Jigsaws 

$12 

Video Poker DOS 

$34 

Secret of Silver Blades 

$10 

Conan 

$29 

Space Wrecked 

$19 

Light Quest 

$32 

Terminator 

$34 

3 in 1 Players Pack 

$19 

Lotto Gold 

$32 

Video Poker WIN 

$34 

Sentinel Worlds 

$10 

Corporation 

$19 

Spellbound 

$39 

Loopz 

$24 

Tetris Classic WIN 

$27 

Acquire 

$15 

Lexicross 

$24 

Waynes World 

$34 

Shadow Sorcerer 

$10 

Cybergenic Ranger 

$32 

Spell Jammer Pirtes RS 

$38 

Monty Python 

$15 

Troika 

$19 

Advance to Boardwalk 

$15 

Monopoly 

$24 

Welltris 

$24 

Simerty/Simearth 

$20 

Cyber Space 

$29 

Spirit of Excaliber 

$19 

Ms Pac Man 

$6 

Vaxine 

$24 

Amarillo Slim Poker 

$12 

Omar Sharif on Bridge 

$37 

Wheel of Fortune 1 

$10 

Space Quest 1 - 4 Ea 

$10 

Darklands 

$39 

Starflight 1 

$19 

MUDS 

$16 

Viking Child 

$32 

Backgammon WIN 

$19 

Peanuts 

$31 

Wheel of Fortune 2 

$10 

Spellcasling 101 or 201 

$10 

Drakkhen 

$37 

Starflight 2 

$19 

Mystical 

$27 

Volfied 

$24 

Battle Chess 1 

$29 

Penthouse Jigsaw 

$24 

Wheel of Fortune 3 

$10 

Starflight 1 or 2 

$10 

Dragon Wars 

$12 

Sword of the Samurai 

$9 

Nevermind 

$25 

Wild Streets 

$31 

Battle Chess 2 

$29 

Pictionary 

$19 

Wheel of Fortune Gold 

$15 

Star Trek 25lhAnniv 

$10 

Dusk of the Gods 

$29 

Swrd Samrai & Pirates 

$16 

Night Breed 

$15 

Wild Wheels 

$32 

Battle Chess WIN 

$29 

Pinball WIN 

$29 

Wordtris 

$27 

Strategy Plus 3 -11 Ea 

$8 

Elvira 1 

$29 

Tangled Tales 

$21 

Night Shift 

$17 

Wrath of the Demon 

$29 

Battle Chess 4000 

$36 

Planet of Lust 

$19 

WrId Chmp Backgamn 

$24 

Strategy Plus 12-21 

$5 

Elvira 2 

$29 

Terran Envoy 

$12 

Nova 9 

$21 

XMen 

$ 9 



Wrid Ctwnp Cribbage 

HINT BOOKS 
688 Attack Sub $10 
Advnturs Willy Beamish $10 


Altered Destiny 
A Train 

Bard's Tale 1 - 3 Ea 
Buck Rogers 1 or 2 
Castle of Dr Brain 
Champions of Krynn 
Civilization 
Code Name Iceman 
Colonel Bequest 1 or 2 $10 
Conquests of Camelot $10 
Conquests of Longbow $10 
Curse of Azure Bonds $10 

Dark Queen of Krynn $10 


$10 

$16 

$10 

$10 

$10 

$10 

$16 

$10 


IHE LfcGLNU Or^ ^ 

Kyrandia 

HOOK 






In'THE LEGEND 

OF KYRANDIA’ 
you travel in a land 
where magic is real 
A land of dark and 
mysterious forests, 
sleeping dragons, 
breath-taking 
beauty, and secrets 
to reveal Features 
realistic animation. 
VGA graphics, el¬ 
egant point and 
click interface, and 
an orchestrated 
soundtrack. $35 


Third Courier $ 6 

Times ol Lore $28 

Tunnels & Trolls $12 

Twilight 2000 $34 

Ultima Martian Dreams $37 

Ultima Savage Empire $34 

Ultima Trilogy $35 

Ultima Trilogy 2 $45 

Ultina 1-6 Bundle CD $59 

Ultima 4 $35 

Ultima 5 $35 

Ultima 6 False Prophet $39 

Ultima 7 Black Gate $45 

Ultima Stygian Abyss $48 

Uncharted Waters $42 

Vengeance of Excalibur $19 
Windwalker $28 

Wizardry Trilogy 



Blackjack DOS 

$16 

Price is Right 

$15 

Death Knights of Krynn 

$10 

Strike Commander 

$16 

Escape from Hell 

$17 

Wzardry 4 

$19 

Obliterator 

$6 

XMen 2 

$25 

Blackjack WIN 

$16 

Prime Time Hits 1 

$25 

Dragon Wars 

$10 

Stunt Island 

$16 

Fire King 

$19 

Wizardry 5 

$32 

Oil's Well 

$15 

Xenocide 

$12 

Bridge 7 

$31 

Prime Time Hits 2 

$25 

Drakkhen 

$10 

Time Quest 

$10 

Flames of Frewlom 

$28 

Wizardry 6 Cosmic Frg 

$37 

Pac Man 

$ 9 



Bridgemaster 

$32 

Rack'em 

$12 

Dynamix Great War Pin 

$16 

Treasures Savage Frntr 

$10 

Fountain of Dreams 

$15 

Wizardry 7 Crusaders 

$39 

Pick N Pile 

$27 

IBM HARDWARE 

Casinos ol the World 

$29 

Risk 

$24 

EcoQuest 

$10 

Tunnels & Trolls 

$16 

Four Crystals of Trazere $32 



Pipe Dream 

$19 

Ad Lib Sound Card 

$49 

Centerfold Squares 

$21 

Risk WIN 

$29 

Elvira 1 or 2 

$10 

Ultima4-7Ea 

$10 

Hard Nova 

$17 

IBM ACTION/ARCADE 

Pitfighter 

$22 

Ad Lib Gold 1000 

$179 

Check Mate DOS 

$36 

Sargon4 

$34 

Eye of Beholder 1 

$10 

Ultima Avatar Advntures $14 

Hero's Quest 1 EGA 

$21 

Airborne Ranger 

$12 

Powerdrift 

$25 

Adlib Progrmrs Manual 

$27 

Check Mate WIN 

$36 

SargonS 

$34 

E^ of Beholder 2 

$12 

Ultima Underworld 

$10 

Hero's Quest 1 

$34 

Amazing Spiderman 

$9 

Powerdrome 

$12 

Adlib Surround Sound 

$64 

Chessmaster 3000 

$32 

Scrabble 

$24 

Fountain of Dreams 

$10 

Ultima 7 & Underworld 

$16 

Hero's Quest 2 

$21 

Arachnaphobia 

$28 

Power Hits. Battletech 

$32 

Adlib Telephone Module $64 

Chessmaster 3000 WIN 

$38 

Scrabble Deluxe 

$24 

Free DC 

$10 

V for Victory 

$16 

Hero's Quest 3 

$34 

Artura 

$6 

Power Hits. Sci FI 

$32 

Ad Lib Visual Composr 

$75 

Chess Net WIN 

$19 

Shanghai 2 

$24 

Gateway Savage Fmtr 

$10 

Wizardry 6 Cosmic Frg 

$12 

Hyperspeed 

$34 

Back to the Future 2 

$15 

Punisher 

$ 9 

Ad Lib Speakers 

$15 

Chess X Collossus 

$17 

Shogi Master 

$34 

Gunship 2000 

$10 

Wizardry 7 Crusade 

$12 

Immortal 

$17 

Back to the Future 3 

$15 

Resolution 101 

$12 

Flight Stick 

$43 


Classic 5 WIN 
Clue Master Detective 
Crossword Magic 
Dealers Choice Poker 
Or Thorp's Blackjack 
Ewd O'Thorpe Blackjack $12 
Electric Jigsaw 
Faces Tetris 3 
Fenwnes Fatale 
Femme Fatale DD1 
Femme Fatale DO 2 
Femme Fatale 00 3 
Floor 13 

Games People Play 
GO Master 5 Olx 
GO Master 5 Olx WIN $109 
GO Joseki Genius 


£ FEMMEFATALE’ 
is a digital jigsaw 

OKMIM. nszLC Fon AIM.TB py 22 ie for adults. 

The full screen VGA 
images may be 
scrambled into a 
varying number ol 
pieces from 25 to 
too Numerous 
help features: save 
& reload multiple 
[games, cancel & 
undo moves. IBM 
version includes 16 
ravishing girls with 
optional data disks 
available. $26 



IBM AO & D 
AO&D Collectors Ed 2 
AO&D Starter Kit 
Champions of Krynn 
Curse of Azure Bonds 
Dark Queen of Krynn 


King's Bounty 
Knights of Legend 


$15 

$30 


Legacy of the Necrmncr $19 


Legend 
Lord of the Rings 1 
Lord of the Rings 2 
Loremaster 


$31 

$32 

$37 

$39 


Death Knights of Krynn $20 Lure of the Temptress $37 


Dragon Strike 
Dragons of Flame 
Eye of the Beholder 
Eye of the Beholder 2 
Gateway Savge Frontr 
Heroes of the Lance 
Pool of Darkness 
Pool of Radiance 


$15 

$12 

$32 

$38 

$32 

$12 

$38 

$15 


Secret of Silver Blades $15 


GO Junior 

$19 

Solitaire WIN 

$32 

Hard Nova 

$10 

Shadow Sorcerer 

$15 

GO Master 5 DOS 

$39 

Solitaire Royale 

$19 

Harpoon Battlebook 

$16 

Tales Magic: Prophey S $38 

GO Master 5 WIN 

$39 

Solitaires Journey 

$36 

Heart of China 

$10 

Treasurs Savage Frontr 

$32 

GO Scribbler 

$34 

Sorry 

$15 

Hero's Quest 1 - 3 Ea 

$10 

War ol the Lance 

$9 

GO Tactical Wizard 

$39 

Spot 

$15 

Immortal 

$10 



60 Master Toolkit 

$39 

Stratego 

$31 

Indy Jones Lst Crsade 

$10 

IBM ROLE PLAYING 

Grand Slam Bridge 

$22 

Strip Poker 3 

$31 

Indy Jones Fate Atlantis 

$10 

2400 AD 

$28 

Grand Slam Bridge 2 

$32 

^np Poker Data 1 

$19 

Island ol Dr Brain 

$10 

Autoduel 

$26 

Grandmaster Chess 

$37 

Strip Poker Data 2 

$19 

Jetfighter 2.0 

$16 

Bad Blood 

$31 

Home Alone 2 

$26 

Strip Poker Data 3 

$19 

King's Quest 1 - 5 Ea 

$10 

Bard's Tale 1 

$15 

Home Casino Spectaclr 

$15 

Strip Poker Data 4 

$19 

Leisr Suit Larry 1 - 5 Ea 

$10 

Bard's Tale 2 

$19 

Hong Kong Mah Jong 

$32 

Strip Poker Data 5 

$19 

Lemmings w/Disk 

$21 

Bard's Tale 3 

$31 


M 

Magic Candle 1 
Magic Candle 2 
Magic Candle 3 
Matrix Cubed 
Mechwarriof 
Megalraveller 1 
Megatraveller 2 
Megatraveller 3 
Midwinter 1 
Midwinter 2 
Might & Magic 1 
Might & Magic 2 
Might & Magic 3 
Might & Magic 4 
Mines of Titan 
Mission Impossible 
Murder 
Obitus 
Pirates 
Pirates Gold 


$45 
$12 
$37 
$38 
$32 
$19 
$16 
$19 
$39 
$12 
$28 
$12 
$12 
$38 
$46 
$12 
$19 
$29 
$34 
$ 9 
$34 


BlnB 

I’THE LOST FILES 
OF SHERLOCK 
HOLMES' allows 
you to explore and 
search over 50 richly 
detailed locations of 
Victorian London 
from the Thames to 
Covent Garden 
Square. Useyourlab 
v.o dues or 

review Watson's 




br.'fngitorpastcon- 


Includes 
i dasscally scored 


.n. jrtn-i; $44 



SECOND CON 
FLICT* is a win¬ 
dows game of inter- 
slo’lar strategy and 
ccoquest Test your 
skill against friends 
cr the computer in 
one of 6 exciting 
scenarios or create 
year own with the 
built in editor 
Choose between 
warships 
5?C3'’hships. mis- 
& transports 
in your quest to rule 
the galaxy. $34 


Lord of the Rings 1 or 2 $10 


Lost in LA 
LucasArts Adventure 
Magic Candle 1 or 2 
Manhunter NY or SF 
Maniac Mansion 
Martian Dreams 
Matrix Cubed 
Mean Street 
Might & Magic 1 or 2 
Might & Magic 3 or 4 


Official Sierra Hint Bks $12 


Planet's Edge 
Police Quest 1 - 3 Ea 
Pool of Darkness 
Pool of Radiance 


$16 

$10 

$12 

$10 


Populous 1&20tficlStr $16 



rOREAONOUGHTS* 

IS a WWI surface 
ii-.-'jf battle simula- 


i nr It recreates the 

tv s ' ^ 

look, specificatons. 
.-ird ladies of hect 
rerhaf Featurnc 
30 views, cofripffi- 

hensive manuals 
andseacharts.apo- 
tent English com- 


rrrjnd parser.one or 
two player modeand 
cufriputer controlled 
ships, gunnery aial 
damage control. 
|$42 




Barbarian $ 9 

Bargon Attack $24 

Bart Simpsn House Wrd $31 
Battle Master $37 

Battlestorm $32 

Bill & Ted's ExclIntAdv $19 
Blockbuster $ 6 

Blockout $28 

Brain Blaster $28 

Budokan $17 

Colorado $ 6 

Continuum $29 

Cool Croc Twins $24 

Crackdown $17 

Dark Century $27 

Day of the Viper $i9 

D Generation $32 

Dig Dug $ 6 

Dr Doom's Revenge $ 9 

Dragon's Lair 1 $24 

Dragon's Lair 2 $34 

Drgn's Lair Singe CstI $34 
Fascination $24 

Freakn Funky Fuzzballs $19 
Galactic Empire $27 

Galaxian $ 6 

Gauntlet 1 $ 9 

Gauntlet 2 $ 9 

Gobliiins $24 

Gold ol the Aztecs $29 


Roller Babes 
Rotox 
Savage 


$25 

$24 

$19 


Sierra Arcade Bundle $24 

Silpheed $21 

Simpsons Arcade Game $31 

Sliders $27 

SpaceAcel $34 

Space Ace 2 $34 

Space Wars $37 

Speedball 2 $25 

Stellar 7 $21 


Game Card 3 $39 

Gravis Ultraound Board $149 
Champ Joystick $24 
Maxx Control Yoke $59 
Maxx Rudder Peddais $39 
Mouse 3 Button $29 
Pro Audio Spectrum 16 $229 
Pro Audio Spetrm Plus $179 
Sound Blaster $99 

Sound Blaster Pro $189 
Sound Btstr Pro Basic $159 
Snd Blaster Speakers $15 
Snd Blaster Voice Edtr $54 
Sound Star Snd Board $14 
Thrustmaster Joystick $69 
Thrustmstr Pro Joystick $109 
Thrustmstr Weapn Cntrl $79 
Thunder Board SndBrd $84 
Thunder Board for WIN $109 
Thunder Board Spkrs $15 
Video Blaster $349 


$19 

$46 

$34 

$42 



IBM SIMULATION 
688 Attack Sub 
AIO Avenger 
AlOTank Killer 1.5 
Aces ol the Pacific 
Aces Pacific Mission 1 $27 
Aces Pacif ic Mission 2 $27 

SIEGE’isamedi- 
jeval style castle a? 
sauitgame You art 
given tour castles to 
I attack and defend in 
a one castle 
or an extended cam 
paign. Includes his¬ 
torical troops 
(French. English. 
Celtic), mythical 
troops(Elves.Trolls. 
Giants), siege tow¬ 
ers. battering rams, 
[catapults, and oil. 
$38 


Housed Cards 

$12 

Super Jeopardy 

$27 

Power Monger 

$10 

Bard's Tale CnstrdnSt 

$19 

Planet's Edge 

$38 

Grave Yardage 

$12 

Stormlord 

$9 

Aces over Europe 

$46 

Hoyles Games 1 

$21 

Super Tetris 

$29 

Power Mngr Strategy Bk 

$16 

Battletech 1 

$12 

Prophecy 1 

$12 

Gremlins 2 

$9 

Super Off Road 

$15 

Aces Europe Mission 1 

$27 

Hoyle’s Games 2 

$21 

Terminator Chess 

$36 

Prophecy of the Shadow 

$12 

Battletech 2 

$31 

Questron2 

$12 

Guy Spy 

$29 

Super Pac Man 

$9 

Aces Europe Mission 2 

$27 

Hoyle's Games 3 

$29 

Tetris 

$24 

Quest for Clues 2.3or4 

$21 

Blade Warrior 

$12 

Rings of Medusa 

$24 

Hard Driving 2 

$38 

Super Space Invaders 

$25 

AH 64 Helicopter 

$46 

Hoyle's Games 4 

$29 

Tetris Classic 

$27 

QuesI for Glory 1-3 Ea 

$10 

Bloodwych 

$15 

Sea Rogue 

$39 

Hare Raising Havoc 

$32 

Take a Break Crosswrd 

$29 

Air Force Commander 

$37 

Ishido 

$34 

Trivial Pursuit 

$26 

Railroad Tycoon 

$10 

Buck Rogers 1 

$12 

Sentinel Worlds 

$12 

Home Alone 

$27 

Take a Break Pinball 

$29 

Air Strike USA 

$19 

Jeopardy 1 

$10 

Trump Castle 2 

$29 

Rise of the Dragon 

$10 

Buck Rogers 2 

$32 

Sleeping Gods Lie 

$29 

Killing Cloud 

$19 

Take a Break Pool 

$29 

Allied Forces Bundle 

$29 

Jeopardy 2 

$10 

Trump Castle 3 

$34 

Run 5 Issue 1 -20Ea 

$6 

Captain Blood 

$9 

Space 1889 

$16 

Knight Force 

$29 

Taking of Beverly Hills 

$24 

Armor Geddon 

$29 

Jigsaw Pinups 

$24 

Trump Castle Data Disk 

$ 9 

Savage Empire 

$10 

Captive 

$30 

Space Hulk 

$38 

Lemmings 

$32 

Teenage Mtnt Nnja TrtI 

$25 

ATAC 

$29 

Jones in the Fast Lane 

$24 

Vegas Entrtmnt Pk WIN 

$20 

Search tor the King 

$10 

Celtic Legends 

$32 

Space Inc 

$34 

Lemmings Data Disk 

$19 

TMNT Manhatten Miss 

$31 

ATP 

$37 

LA Law 

$34 

Video Poker by Masque $12 

Secret Mnky Isind lor 2 

$10 

Champions 

$37 

Space Rogue 

$30 

Light Corridor 

$29 

TMNT Arcade 

$24 

B17 Flying Fortress 

$39 


Reacier Service No. 1 






































CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 


IBM SIMULATION 
Battle Command $19 

Battlefield 2000 $37 

Birds of Prey $32 

Blue Max Aces WW1 $12 

Campaign Strat Flight S $37 

Car and Driver $38 

Cardinal ol the Kremlin $27 

earner Command $12 

Conqueror Multi Tank $16 

Crash Course $ 6 


IBM SIMULATION 
Red Baron $34 

Red Baron Mission 1 $24 

Red Baron Mission 2 $24 

Red Storm Rising $12 

Road&Track Grand Prix $37 
Sailing Instructor CGA $199 
Sailing Simulator CGA $39 
East Coast Voyages $39 

West Coast Voyages $39 
Sailing Instructor VGA $239 



Design yr own Railroad $29 
Dynamics Bundle $39 
Elite Plus $19 

Eye of the Storm $29 
F117ANighthawk $42 
F14 Tomcat $19 

F15 Strike Eagle 2 $19 

F15SE2 Scenario Disk $17 
F15SUikeEagle3 $44 
FI9 Stealth Fighter $24 
F22ATF $39 

F29 Retaliator $32 

Falcon AT $19 

Falcon 3.0 $45 

Falcon 3 Scenario 1 $22 

Rre& Forget 2 $30 

Flight ot the Intruder $19 
Flight Simulator 4 0 $39 

Aircraft Scenry Design $35 
Right Planner $24 

New Facilities Locator $27 
Sound. Graphics Upgrde $27 
Sublogic Scenery Disks $22 
Fly Grand Canyon 3D $45 
Gunboat $33 

Gunship $12 

Gunship2000 $39 

Harrier Combat Sim $ 6 
Heatwave $25 

Heros of the 357th $32 

Hoverforce $31 

Hunt tor Red October $22 
Hyperspeed $34 

Jet Fighter 2 $39 

Jet Fighter 2 Missn Disk $19 
Knights ol the Sky $29 
Land, Sea & Air Bundlel $39 
Land, Sea & Air Bundle2 $39 
LHX Attack Chopper $26 
Lite & Death 1 $24 

Lite&Death2 $24 

Lightspeed $29 


Sailing Simulator VGA $42 
East Coast Voyages $39 
West Coast Voyages $39 
Scenery Collection A $37 
Scenery Collection B $37 
Secret Weapons LItwfl $44 
S Weapons Exp1P38 $21 
S Weapons Exp2P80 $21 
S Weapons Exp3He162 $21 
S Weapons Exp4 Do335 $21 
Shuttle $29 

Silent Service 2 $34 




Stormovik $15 

Strike Aces $19 

Strike Commander $45 

Stunt Driver $15 

Tank $37 

Team Yankee $34 

Team Yankee 2 $29 

Test Drive 2: Collection $29 
Test Drive 2. CA Chafing $15 
Test Drive 2. Euro Chllg $15 
Test Drive 2 Muscle Cr $10 
Test Driv e 2: Supercars $15 

i*DUSK OF THE 

GODS' is a role- 
pidynggame that lets 
,oy enter Valhalla. 
B>v;;TiP7€al0dWS 
champions: explore 
Midgard, & 
i Jotenheim, seek out 
,‘<riowiedge and 
attempt to tip the 
scales in favor of 
|Odin Features 
[include 256 color 
[VGA. sound board 
|support&point click 
menace $29 


IBM SIMULATION 
Virtual Reality Studio $49 
Wing Commander 1 $39 

WC1 Secret Mission 1 $19 
WCI Secret Mission 2 $19 
WingComI DIxCD $45 
Wing Commander 2 $45 

WC2 Operations Mod 1 $27 
WC2 Operations Mod 2 $27 
WC2 Speach Pack $15 
Woltpack $15 

Yeager's Air Combat $38 

IBM CD ROM 
7th Guest $56 

Buzz Aldrin Race Space $59 
Conan $24 

Conflict $15 

Dune $35 

Dvorak on Typing $46 
El Grito Del Jaguar WIN $46 
Jones in the Fast Lane $42 
King's Quest 5 WIN $42 
Legend of Kyrandia $49 
Lost Treasurs ol Infocom $46 
Space Quest 4 $42 

Spirit Excalibur $24 

Star Trek 25lh Annrversy $46 
Stellar 7 $42 

Battle Chess DOS/WIN $46 
Capstone Game Collectn $45 
Oniar Sharif on Bridge $46 
Where in World CSD $64 
Shuttle $24 

Wing Commandr Bundle $45 

IBM CHARACTER 
EDITORS 

Bard's Tale 1-3 Ea $16 
Champions of Krynn $16 
Curse of Azure Bonds $16 
LOST AOMI- 
RAL' is a turn 
Ibased naval strat- 
gygame Features 
|9 scenanos. a ran- 
|dom map scenario, 
15 campaign 
flagships 
■with special abili- 
m, very strong ar- 
jtificial intelligence, 
in depth officers 
ranking system, a 
career history that 
jaccumulates asyou 
play, and a 2 player 
option. $24 

Dark Heart of Uukrul $16 

Dark Queen of Krynn $16 

Death Knights of Krynn $16 

Drakkhen $16 

Escape from Hell $16 

Eye of the Beholder $16 

Eye ol the Beholder 2 $16 

Fountain ol Dreams $16 

Hard Nova $16 

Keys to Maramon $16 

Knights of Legend $16 

Lord ot the Rings $16 


IBM EDUCATIONAL 
EcoQuest $34 

EcoQuest 2 $34 

Island of Dr Brain $29 

Jones in the Fast Lane $24 

Mario Teaches Typing $24 

Mixed Up Faery Tale $29 

Mixed Up Mother Goose $34 

Quarky Quaysoo Science $29 
Rodney's Funscreen $32 

Twisty History $29 


MAC ADVENTURE 
Leisure Suit Larry5 $39 

Loom $29 

Lost Treasures Infocom $46 

Mutant Beach $43 

Out of this World $36 

Police Quest 3 Color $34 

Rise of the Dragon $34 

Secret of Monkey Island $38 

Sky Shadow $28 

SpkeQuest3 $34 



RAGNAROK' 
lets you experience 
the vast, un¬ 
bounded world ot 
Norse Mythology 
Acquire the arcane 
skills of polymorph 
and transformation 
in order to defeat 




Surtr and his 
hordes of Demons 
Includes 100 action- 


packedrealms, over 


200 magical arti¬ 
facts. 200 distinct 

mjxmnn i 

races. & VGA 


graphics $38 


MAC WARGAMES 
American Civil War Voll $29 

Civil War No Greatr GIry $42 

Halls of Montezuma $29 

Harpoon Scenario Editor $27 

Panzer Battles $29 

Patton Strikes Back $37 

Rommel North Africa $29 

UMS2 $34 

UMS 2 Planet Editor $29 

V for Victory $38 

MAC STRATEGY 
Ancient Art of War $29 

Ancient Art War at Sea $29 

Balance of the Planet $19 

Castles $36 

Citadel $26 

Command HQ $39 

Darwin's Dilemma $32 

Genghis Khan $37 

Gold ol the Americas $29 

Go Master 5 $109 

Harpoon $39 

H^poon Battle Set 2 $22 

Har^n Battle Set 3 $22 

Harpoon Battle Set 4 $27 

Harpoon Challengr Pack $59 
Lemmings $29 

Mission Starlight $29 

Moonbase $29 

Operation Combat $15 

Railroad Tycoon $45 

Reach for the Stars $29 

RoboSport $35 

Romance 3 Kingdoms $42 

Simeity $29 

Simeity Graphic Set 1 $23 

Simeity Graphic Set 2 $23 

Simdly Terrain Editor $15 

Sim Earth $41 

Spaceward Ho! $37 



Space Quest 4 $34 

Where Europe CSD $30 

Where Time CSD $30 

Where USA CSD $30 

Where World CSD $30 

MAC TRADITIONAL 
Battle Chess $29 

Battle Chess 2 Chinese $29 
Bridge 6.0 $29 

Bridge 7 $31 

Checkmate $36 

Chessmaster 2100 $32 

Classics $32 

Cribbage King Gin King $27 
Crossword Magic $32 
Go Masters $39 

Hoyle's Book of Games 1 $21 
Hoyle's Book of Games 2 $21 
Hoyle's Book ol Games 3 $29 
Ishido $34 

Lexicross $32 

Monopoly $29 

Omar Sharif on Bridge $36 
Risk $29 

Sargon 5 $32 

Saabble Deluxe $29 
Shanghai! 2 $32 

Solitaire Royale $15 
Stratego $31 

Super Tetris $32 

Swap $29 

Tetris $24 

Wordtris $29 

MAC SPORTS 
4th & Inches $12 

Fast Break $30 

Hardball 2 $31 

Jack Nicklaus Great 18 $30 

Jack Nicklaus Course 1 $15 
Jack Nicklaus Course 2 $15 

ARMADA 2525' 
is a battle between 
galactic empires. 
Amass your forces 
to wage war over 
control of the most 
hospitable planets 
in the unforgiving 
void ot space You 
must balance mili¬ 
tary spending with 
industrial growth, 
& decide whether 
to defend your own 
planets or launch 
an attack on enemy 
fleets $29 


MAC ROLE PLAYING 
Curse of Azure Bonds $38 

Dark Queen ol Krynn $38 

King's Bounty $15 

Might & Magic 3 $38 

Might & Magic 1&2 $32 

Pirates $34 

Pools ol Darkness $38 

Pools ot Radiance $32 

Secret of Silver Blades $38 

Spirit of Excalibur $29 

Starflight 1 $38 

Starflight2 $38 

Vengeance of Excalibur $29 

Windwalker $28 

Wizardry 1 $28 

Wizardry 2 $33 

Wizardry Cosmic Forge $37 

MAC ARCADE 
4D Boxing $32 

Armor Alley $32 

Crazy Cars $25 

Dragon's Lair $34 

Dragon's Lair Color $34 

Dragon's Lair 2 $34 

Dragon's Lair 2 Color $34 

Dragon's Lair Esc Singes $34 

Drgn Lair Esc Sngs Color $34 

Faces/Tetris 3 
Guy Spy Color 
Nova 9 Color 
Oids 

Pick n Pile 
Pipe Dream 
Shufftepuck Cafe 
Space Ace 
Space Ace2 
Space Ace 2 Color 
Starglider 
Tesserae 


AMIGA WARGAMES 
Blitzkrieg $29 

Blitzkrieg May 1940 $34 

Campaign $29 

Charge of Light Brigade $34 
Civil War No Greatr Glory $42 
Conflict Korea $36 

Conflict Middle East $36 
Dreadnoughts $42 

Dreadnoughts Ironclads $29 
Dreadnoughts Bismark $29 


AMIGA WARGAMES 
Wargame Construct Set $12 
Warhead $34 

Waterloo $12 

Western Front $37 

White Death $29 

AMIGA STRATEGY 
Afrika Corps $34 

Archipela^ $26 

Armada 2525 $39 



•RIFTWAR LEGACY* IsaFantasy role playing game based on 
the Riftwar novels Features smooth, realistic animation, ad¬ 
vanced combat intelligence, multiple paths with different con- 
clusions, and hundreds of obj^ and spelts $39 


$25 Fire Brigade 
$29 Fleet Med $36 Battle Isle 

$21 Gettysburg Turning Point $36 Beast Busters 


$35 Bandit King Ancnt China $37 
$32 


$24 

$25 Halls of Montezuma $28 Big Business $32 

$28 Harpoon $38 Black Gold $28 

$19 Harpoon Battle Set 2 $19 Breach 1 Scenario Disk $16 

$27 Harpoon Battle Set 3 $19 Breach 2 $32 

$34 Har^ Battle Set 4 $26 Breach 2 Scenario Disk $15 

$34 Harpoon Challenge Pack $59 Buzz Aldrin Race Space $36 

$34 Harpoon Scenario Editor $27 Castles $36 

$29 In harms Way $36 Castles 2 $36 

$32 Kampfgruppe $37 Centurion Delendr Rome $32 

$34 


SPORTS 


Dynamix wins it all! 







Covert Action 
Deuteros 
Dino Wars 
Dragon Force 
Empire 
Feudal Lords 
Final Conflict 
Fireteam2200 
Full Metal Planet 
Genghis Khan 
Global Effect 
Gold of the Americas 
Imperium 

Koshan Conspiracy 
Lemmings 
Lemmings Daladisk 
L'Empereur 
Lost Admiral 


•7rTnT>/^£*SP 0RTS FOOTBALL' brings sinHilation 

technology to the sports arena. Play quarterback, coach or 
general manager Features a Play Editor, replay from 9 different 
angles, draft roQk-es, and trade players $39 
Thexderl $15 Kreigsmarine $36 Medieval Warriors 

Welltris $24 Kursk Campaign $36 Mega Lo Mama 

Xenon $25 Long Lance $36 Merchant Colony 

Lord ol the Rising Sun $30 Millenium 

MAC SIMULATION Lost Patrol $34 Moonbase 

Carrier Command 


Design your own Tram 
F40 Pursuit Simulator 
Falcon 
Falcon AT 
Falcon Color 
Grand Prix Circuit 
Hunt for Red October 
Life and Death 
Megafortress $38 

Red Baron Color $39 
SandsofFire $32 

SImAnt $35 

Sim City Supreme $46 
Specter $37 

Tank $37 

Test Drive 2 $27 

Test Drive 2: CA Chafing $15 
Test Drive 2; Euro Chllg $15 
Test Drive 2: Muscle Car $15 
Test Drive 2; Supercars $15 
Tracon $34 

Tracon2 $29 

Vette $33 


$31 Main Battle Tank C Germ $36 Navy Moves 
$32 Main Battle Tank N Germ $36 Nobunaga's Ambition 


$31 Malta Storm 
$34 Moscow Campaign 
$37 North & South 
$46 Operation Overlord 
$24 Operation Spruance 
$21 


$36 Nuclear War 
$36 Ogre 
$27 Omega 
$36 Operation Combat 
$34 Overlord 


$24 

$28 

$34 

$33 

$34 

$34 

$34 

$34 

$37 

$32 

$28 

$26 

$32 

$32 

$19 

$37 

$34 

$15 

$31 

$34 

$24 

$29 

$27 

$37 

$15 

$19 

$34 

$15 

$24 



PRO AUDIO 
SPECTRUM 16' 
features 16 bit sam¬ 
pling at 4-44kHz. 
Yamaha voice ste¬ 
reo synthesizer, 16 
bit DAC. 4 opefatof 
FM sounds. 4 watts 
per channel. & an 
mpedance that will 
drive 4 or 8 ohm 
speakers, Com^ 
wtdi built in SCSI. 
MIDI sequencer 
waveform eiftor. and 
4 track music studio 
sollware $229 


Ml Tank Platoon $34 
Mantis ExprmntI Fghtr $39 
Megatortress $27 

Megafrtrss Mssn Disk $27 
MegafrtTssMssnDisk2 $26 
Megaforiress 3D Editor $27 
Miami Enforcer $39 
Mig 29 Fulcrum .-$32 
Power Boat Simulator $39 
Rapeon $29 

Reach for the Skies $31 


Test Drive 3 

$29 Ultima Savage Empire 

$16 Strategic Conquest 

$37 Jack Nicklaus Course 3 

$15 


Overrun 

$15 Paladin 

$28 

TD3 Road & Car Disk 

$19 Ultima Underworld 

$16 Uncharted Waters 

$42 Jack Nicklaus Course 4 

$15 MAC EDUCATIONAL 

Panzer Battles 

$29 Perfect General 

$34 

TFH&BH1942 

$44 Wasteland 

$16 Warlords 

$29 Jack Nicklaus Course 5 

$15 Castle ol Dr Brain 

$29 

Patriot 

$38 Perfect General Scenario 

$23 

Thunderhawk 

$24 Wizardry 4 or 5 

$16 

MeanIBGoit 

$30 Dvorak on Typing 

$32 

Rommel El Alamein 

$36 Populous 

$32 

Thunderstrike 

$27 Wizardry 1-3 

$16 MAC ADVENTURE Nascar Challenge 

$31 EcoQuest 2 Color 

$34 

Rommel at Gazala 

$36 Populous 2 

$38 

Top Gun Danger Zone 

$31 Wizardry Cosmic Forge 

$16 Adventrs Willie Beamish 

$39 PGA Tour Golf 

$38 Rodney’s Funscreen 

$32 

Rorke's Drift 

$34 Populous World Editor 

$16 

Tracon WIN 

$34 

Conquest of Longbow 

$39 PGA Tour Course Diski 

$17 


Second Front 

$36 Ports of Call 

$25 

Tracon 2 

$29 IBM EDUCATIONAL Heart of China 

$34 Playmaker Football 

$32 AMIGA WARGAMES 

Storm Across Europe 

$12 Powermonger 

$32 

Tracon 2 WIN 

$34 Castle of Dr Brain 

$29 Indy Jones Graphic Advtr $32 Tom Landry Football 

$29 Action Stations 

$29 

To the Rhine 

$36 Powermonger WWI 

$21 

Ultrabots 

$37 Dvorak on Typing 

$32 King's Quest 5 

$39 Wayne Gretzky Hockey 

$36 Action Stations Scenario 

$14 

Typhoon of Steel 

$15 Railroad Tycoon 

$34 

Vette 

$29 Dvorak on Typing WIN 

$32 Leisure Suit Larryl Color $34 Weaver Baseball 

$32 Battle Tank Barbarossa 

$36 

UMS 2 

$34 Reach lor the Stars 

$29 


Reader Service No. 1 







































CHIPS & BITS INC GAME SOFTWARE CALL 800 753 GAME 


AMIGA STRATEGY 

$19 

Renegade Legion Intrcptr $12 
Riders of Rohan $31 
Romance 3 Kingdoms $42 
Romance 3 Kingdoms 2 $42 
Rules ot Engagemeni $36 
Simcity $33 

Simcily Terrain Editor $15 
Star Control $34 

Startleetl $38 


AMIGA ADVENTURE 
James Bond Stealth Aftr $34 
Joan ot Arc $31 

KGB $19 

Khalaan $34 

King's Bounty $15 

King's Quest 1 $19 

King's Quest 2 $15 

King's Quest 3 $15 

King's Quest 4 $34 

King's Quest 5_^ 



CARRIERS AT 
WAR' brings lolite 
six crucial carrier 
battles of WWII: 
Pearl Harbor. Coral 
Sea. Midway. East¬ 
ern Shores, Santa 
Cruz, and Greal 
Marianas Turkey 
Shool Seek out ar-ij 
destroy enemy car¬ 
riers. fleets, and air 
forces Features 
hundreds ot indi 
vidually modeled 
’ ;ps&aircraft from 
that period $39 


Stock Market 

$15 

Sword ol Aragon 

$12 

Theater of War 

$32 

Traders 

$29 

Uncharted Waters 

$42 

Utopia 

$31 

Warlords 

$32 

Worlds at War 

$29 


AMIGA ADVENTURE 
AdverHr Willie Beamish $34 
Altered Destiny $37 

An American Tail $29 
Arthur Quest lor Excalibr $34 
BAT. $34 

Betrayal $29 

Black Caulc^on $28 

Cadaver $27 

Chamber Sci Mutant Prst $31 
Chock Rock $15 

Codename Iceman $15 
Colonel's Bequest $15 
Conquest of Camelot $15 
Conquest ot the Longbow $34 
Courtroom $34 

Crime Does Not Pay $32 
Cruise tor a Corpse $34 
Cyber Empire $32 

Damocles $31 


Leather Goddesses $15 

Legend of Faerghail $28 

Legend of Kyrandia $35 

Leisure Suit Larry 1 Enh $34 
Leisure Suit Larry 1 $24 

Leisure Suit Larry 2 $15 

Leisure Suit Larry 3 $24 

Leisure Suit Larry 5 $39 

License to Kill $28 

Lord ot the Rings Vol 2 $36 

Lost T reasures Infocom $39 

Magic Fly $28 


AMIGA ADVENTURE 
Space Hulk $38 

Space Quest 1 $34 

Space Quest 2 $15 

Space Quest 3 $34 

Space Quest 4 $34 

Steigar $27 

Street Rod 2 $27 

Theme Park Mystery $15 
Time Machine $34 

Total Eclipse $28 

Treasures Savage Frontr $32 
Turrican $28 

Universes $34 

War in Middle Earth $15 
Warriors ot Legend $19 
Where in Europe CSD $34 
Where in USA CSD $34 
Where in World CSD $27 
William Tell $28 

Wonderland $19 

AMIGA TRADITIONAL 
American Tail Colomg Bk $19 
Banie Chess $29 

Battle Chess 2 Chinese $29 
Checkmate $36 

Chessmaster 2100 $34 

Clue Master Detective $28 
Cribbage King Gin King $28 
Harpoon Designer Series $32 
Home Alone 2 $29 

Hoyle’s Book of Games 1 $21 
Hoyle's Book of Games 2 $21 
Hoyle's Book of G^es 3 $29 
Ishido $36 

Jones in the Fast Lane $24 
Monopoly $24 

Omar Sharif on Bridge $32 
Peanuts $31 

Penthouse Jigsaw $24 


AMIGA SPORTS 
Mean 18 Course Disk 1 $15 

Nascar Challenge $31 

Over Ihe Net $24 

PGA Tour Golf $32 

PGA Tour Golf Course 1 $17 
R6I2 $32 

Reel FIshin $31 

RVF Honda $30 

Shark Attack Unlimi Golf $28 

Ski or Die $32 


AMIGA ROLE PLAYING 
Keel the Thief $15 

Keys to Maramon $32 

Legend $31 

Legend of the Lost $34 

Lord ot the Rings VI $34 

Lure of the Temptress $37 

Matrix Cubed $32 

Midwinter $28 

Might & Magic 2 $38 

Might & Magic 3 $38 
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'REX NEBULAR AND THE COSMIC GENDER BENDER' 
you are an irterslelar ei^Aiter vi4io embarks on a romping space 
adventure Journey inlerwaier & undergroird as you unrai«i the 
Tarypiz:'-"--If Terra \A^& sound $39 



Sport of Kings $15 

Summer Challenge $34 
Superstar Basketball $24 
Team Suzuki $15 

Tom Landry Football $29 
Watne Gretzky Hockey $36 
Wayne Gretzky Hockey 2 $34 
Wayne Gretzky League $28 
World Circuit $34 

World Class Leaderboard $26 
World Class LB Course 1 $15 
World Class LB Course 2 $15 
World Class LB Course 3 $15 
World Champ Soccer $12 

AMIGA ROLE PLAYING 
$34 
$26 
$19 
$32 
$36 
$32 
$34 

Bloodwych Data Disk $21 



Captive 
Carthage 
Cettic Legends 
Champions of Krynn 
Chaos in Andromeda 


$30 

$29 

$32 

$32 

$27 


Murder $29 

Pirates $19 

Plan 9 from Outer Space $31 

Pool of Radiance $15 

Prophecy of the Shadow $38 

Rings of Medusa $34 

Secret of Silver Blades $15 

Shadow Sorcerer $32 

Sleeping Gods Lie $29 

Space Ace $34 

Space Inc $34 

Space Rogue $34 

Spirit of Excalibur $19 

Starllight 1 $32 

Startiight2 $32 

Sword of Twilight $34 

Terran Envoy $27 

Third Courier $34 

Times ot Lore $28 

Twilight 2000 $39 

Ultima 4 $39 

Ultimas $39 

Vengeance ot Excalibur $ 19 

Windwalker $28 

Wizardry Cosmic Forge $39 

Wizardry 7 $45 

Wrath of the Demon $29 

Xenomorph $32 


AMIGA ARCADE 
Continuum $32 

Cool Crock Twins $24 

Crackdown $20 

Cybercon 3 $29 

Cyber Space $29 

Dark Castle $31 

Dark Century $29 

Day of the Viper $33 

Dragon's Lair $34 

Dragon's Lair 2 $34 

Dragon's Lair Esc SingeC $34 
Fast Track $25 

Fire & Forget $19 

Fire Power $19 

Flood $29 

Globulus $22 

Golden Axe $17 

Gravity $34 

Guy Spy $29 

Heavy Metal $35 

Highway Patrol 2 $27 

Home Alone $27 

Hoverforce $31 

Hyperforce $28 

Killing Cloud $15 

Killing Game Show $29 

Knights of the Cryslallion $37 
Knight Force $31 

LaslNinia3 $32 

Leander $29 

The Light Corridor $29 

Light Quest $32 

Loopz $34 

Marble Madness $15 

Matrix Marauders $28 

Menace $34 

Monty Python $15 

Mystical $27 

Navy Seals $27 

Never Ending Story 2 $24 


AMIGA ARCADE 
Untouchables 
Volfied 
Warlock 
Warzone 
Wild Streets 
Wild Wheels 
Xenophobe 
ZanyGoll 
Zone Warrior 
Zoom 


AMIGA SIMULATION 
$24 Megafortress $38 

$24 Megatoriress Mssn Disk 1 $27 

$25 Megatoriress Mssn Dsk 2 $27 

$27 Reach lor the Skies $31 

$31 Red Baron $34 

$32 Red Storm Rising $29 

$25 Sherman M4 $34 

$18 Shuttle $29 

$26 Sileni Service 1 $15 

$22 Sileni Service 2 $34 



'AIR BUCKS' L$>nijrhinr;e1obi:i!danairlmefr3mthsgrnijr^ 

up Starting with $100,000 and a DC3. you must decide which 
rciitss to cover, where to locate your hub. which planes to buy 
'^gworldrr;yi.llo4p‘a><y^. anda;x:inl&dickfter1aoe $34 



AMIGA SIMULATION 
688AttackSub $32 

A10 Tank Killer $34 

A10 Tank Killer Enhancd $34 
Aces of the Pacific $42 
Armour Geddon $29 

ATAC $29 

Battle Command $26 
Birds of Prey $32 

Blue Angels $15 

Blue Max Aces Great Wr $34 
Cardinal of the Kremlin $32 

In ‘MIGHT AND 
MAGIC CLOUDS 
OFXEEN'youmust 
lead a band of adven¬ 
turers to bring down 
Ihe evil Lord Xeen 
Feakfesfull256color 
VGA support, full 
screen animation, 
animated icons to 
warn of danger, auto- 
mapping. point & 
dick interlace, digi* 
tized speech, sound 
effects. & rnuscal 
score $46 


uarx nan 

Darkman 

$29 Magnetic Scrolls Bundle 

$24 Pinball Dreams 

j unronoGiMsi / 

$32 Conan 

$19 

AMIbA AflUAUt 

Agony 

$29 Never Mind 

$26 

Conquerer 

$34 

Dark Side 

$28 ManhunterNY 

$29 Pool Shark 

$15 Corporation 

$19 

Amazing Spiderman 

$25 Night Breed 

$14 

Das Boot Submarine 

$34 

Death Bnnger 

$28 ManhunterSF 

$29 Risk 

$24 Curse Azure Bonds 

$15 

Amnios 

$29 Night Shift 

$19 

Eye of Ihe Storm Fit Sm 

$29 

Dick Tracy 

$22 Mean Streets 

$31 Scrabble 

$24 Dark Queen ol Krynn 

$32 

Anarchy 

$24 Nitro 

$32 

F15 Strike Eagle 2 

$29 

Duck Tates 

$31 Moebius 

$41 Shanghai! 2 

$32 Death Knights of Krynn 

$32 

Aquaventura 

$29 Nova 9 

$21 

F16 Combat Pilot 

$34 

Dune 

$35 Munsters 

$27 Soutane's Journey 

$36 Dragons ol Flame 

$12 

Arachnaphobia 

$27 Ork 

$29 

FI9 Stealth Fighter 

$34 

East vs West Berlin 

$27 Oil's well 

$21 Solitaire Royale 

$24 Dragon Strike 

$15 

Artura 

$34 Out Run 

$28 

F29 Retaliator 

$34 

EH 

$32 Omnicron Conspiracy 

$29 Spot 

$15 Drakkhen 

$39 

Alomino 

$29 Paperboy 2 

$27 

FA18 Interceptor 

$18 

Free DC 

$34 Out ol this World 

$36 Stralego 

$32 Dungeon Master 

$28 

Awesome 

$29 Pick'nPile 

$27 

Falcon 

$34 

Future Wars 

$34 Planet of Lust 

$28 Strip Poker 3 

$29 Dungeon Master 2 

$28 

Back to the Future 2 

$15 Pittighler 

$22 

Falcon Missn Disk 1 or 2 $19 

Godfather 

$12 Police Quest 1 

$24 Swap 

$29 Elvira Mistress Dark 

$34 

Back to the Future 3 

$15 Plague 

$28 

Flames of Freedom 

$29 

Gold Rush 

$24 Police Quest 2 

$15 Tetris 

$24 Elvira 2 Jaws Cerberus 

$39 

Barbarian 

$28 Power Drift 

$28 

Flight Simutaior 2 

$34 



HOI' takes you to 
the stars as you ex¬ 
plore and conquer 
the galaxy You al¬ 
locate funds & re¬ 
sources to build 
armadas, inhabit & 
terraform planets, 
research new tech¬ 
nologies Features 
an adiustable gal¬ 
ley size, number of 
pl^s up to 19. 
network and mo¬ 
dem play $38 


Heart of China $34 

Heimdall $19 

Horror Zombies Crypt $34 

Hostage $31 

Hound of Shadow $19 

Hunter $24 

Immortal $32 

Indy Jones Fate Atlantis $38 

Indy Jones Graphic Advtr $24 
Iron Lord $28 

hranhoe $34 


PoliceQuesf3 $34 

Pools of Darkness $38 
Prince of Persia $28 
Rise of the Dragon $34 

Search for Ihe King $37 

Secret ot Monkey Island $38 
Secret ot Monkey Island2 $38 
Sex Olympics $24 

Sex Vixens from Space $28 

Shadow ot the Beast $29 

Shogun $41 


AMIGA SPORTS 
30 Pool $25 

4D Boxing $32 

4th & Inches $15 

ABC Monday Night FB $34 

Challenge Golf $27 

Cycles Grand Prix $34 

0^ of Thunder $34 

Fast Break $17 

Grand Prix Circuit $17 

Greens $34 

Hardball $33 

Hardball 2 $28 

Indiatupolis500 $32 

IntemationI Sports Chling $29 

jack Nicklaus Great 16 $27 

Jack Nicklaus Unlimited $39 

Jack Nicklaus Course 1 $15 

Jack Nicklaus Course 2 $15 

Jack Nicklaus Course 3 $15 

Jack Nicklaus Course 4 $15 

Jack Nicklaus Course 5 $15 

Jack Nicklaus Clip Art $17 

J Connors Pro Tennis Tr $32 

Links $37 

Madden Football $32 

Mean 18 Golf $30 
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LENGE PREMIUM 
EDITION' lets you 
explore the world ol 
Pro Football at its 
finest Features 
play-by-play com¬ 
mentary. scoring 
drive recaps, new 
computer coach, 
new offensive and 
defensive 
playbooks. digitized 
sound effects, mul¬ 
tiple background 
game play. & inju- 
nes $59 


Eye of the Beholder 
Eye of the Beholder 2 
Faery Tale Adventure 
Federation 

Four Crystals ot Trazere 


$39 Barbarian 2 
$38 Bar Games 
$31 Batman Gaped Crusader 
$34 Batman the Movie 
$32 Battle Bound 


Predator 2 
Prehistorik 
Proiectyle 
Ouix 

Rick Dangerous $25 

Robocop2 
Robocop3D 
Rollerbabes 
Shadow Beast 2 
Shadow Beast 2 w/shirt $34 

Shadow Beast 3 
Shadow Beast 3 w/shirt $34 

Shockwave $29 

Sliders $27 

Spacewrecked $31 

SpaceAce2 $34 

Space Wars $37 



Speedball2 
Stellar 7 $21 

Stryx $25 

Superman $28 

Super Off Road $15 


Gateway Savage Frontier $32 Bill & Ted's Excellent Ad $27 Super Space Invaders $24 


Hard Nova 
Heart of the Dragon 
Hero's Quest 2 
Hilisfar 
Journey 


$32 Blockout 
$34 Brain Blaster 
$34 Bride ol the Robot 
$12 Budokan 
$34 Chase HQ 


$28 

$28 

$28 

$26 

$28 


Targhan 
TMNT 
TMNT Arcade 
Terrofpods 
Treasure Trap 


Galactic Conqueror $31 

Gun Boat $33 

Hawaiian Odyssey $22 

Heatwave $28 

Hunt for Red October $22 

Japan Scenery Disk $22 

Jet $33 

Kennedy Approach $34 

Knifes of the Sky $34 

Ml Tank Platoon $34 

Mantis Expenmenfl Fghtr $34 


Skytox2 $18 

Star Trek 25th Anniversy $36 
Strike Aces $34 

Strike Fleet $26 

Team Yankee $34 

Team Yankee 2 $29 

Test Drive $27 

Test Drive 2 $30 

Test Drive 2 CA Chling $15 
Test Drive 2: Euro Chling $15 
Test Drive 2 Muscle Car $15 
Test Drive 2 Supercars $15 
Their Finest Hour $21 
Thunderhawk $29 

Thunderslrike $34 

Tracon2 $39 

Virtual Reality Studio $49 
Western Europe Disk $22 
Yeager s AFT $26 

AMIGA EDUCATIONAL 
Castle ot Or Brain $29 
EcoQuest Search CEtus $34 
Mixed Up Fairy Tales $29 
Quarky Quaysoo Science $29 

CHIPS & BITS 

PO Box 234 

Rochester VT 05767 
Fax 802-767-3382 
802-767-3033 
800-753-4263 
GEnie Keyword CHIPS 

We accept Visa. MC &Money 
Orders COO add $5 Checks 
Held 4 Weeks Most items 
shipped same day All shipping 
rates are per order not per item 
UPS $4; 2 Day Air $6: Mail $5 
AirmailCanada$6 HI.AK.PR.2 

LINKS 386 PRO' 
•ffe^s Super VGA 
raphics and ad¬ 
vanced features de- 
igrted lor your 386 
If 486 New fra- 
lures include cont- 
uler opponent. 
;ave game option 
hat allows your 
lends to play 
iga'Hst you in an 
isting game, pre- 
Ireco-'ded games 
rom worthy oppo- 
jnents, and many 
lante modes. $42 

Day Air $12: Airmail Europe $12 
first item plus $6 per additional 
item. 

All Sales Final. Check 
compatibility before you 
buy. Shipping times not 
guaranteed. Defectives 
replaced with same product. 
Price & avaiiability subject 
to change. 
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Villa Crespo Software presents a trio of exciting new products for your computer. We are 
the leading publisher of casino gaming software. Our guarantee: the finest in entertainment 
and professional instruction. Our critically acclaimed products are recognized for their 
substance and depth of features. Now, you can gain the winning edge! 

And you will have fun as well. Your computer comes alive with casino realism. Built-in 
tutors and on-line help increase your skill level. Expert endorsing professionals provide you 
\Ahth proven techniques. 

Amarillo Slim, Stanford Wong, and The Gold Sheet invite you into the world of real casino 
gaming. The action is about to start. . Join us now. 

- ♦ - 

"With the most opponents, most options, and best gameplay, Amarillo Slim Dealer’s Choice 
wins the pot, hands down!"— Computer Gaming World Magazme 

"The quality and versatility of Stanford Wong Video Pbker make it a must for players of any 
skill. Video Poker is entertaining and is fast becoming the most popular of all casino games." 
—Casino Player Magazine 


"For statistics and handicapping, nothing we have seen comes close. 
In actual use ourselves, we found The Gold Sheet Pro Football Analyst 
accurate, easy to use, and rewarding."— V\festem Gambler Magazine 

Available at all leading software dealers. 

For information write, or call 1-800-621-3963. 
1725 McGovern St ,Highland Park, IL 60035 
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